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Introduction 

{you thought man's past was dark, wat until you see his future. 

Welcome tothe Dark Horizons universe. background necessary for playing a d20 

‘Te year is 2640, and te nverse as fame) and a20 Future. The rues 

you know thas changed. Mankind has provided in his book ar an adlon to 

Eongquered the the galaxy: tecmnological the ules in both of those books (except 

breakthroughs such as the Core Implant, that FX alii, as desenbed in Chapter 

the quantum electrin drive, and 10 ofthe 20 Modern Rolplaying Game 

tyergenetcs nave altered his wey of do not exist nthe Dark Hotizons universe. 

ie forever, and commerce with otter Sie ark Horzons unwerse is essential 

species including Nomads, Cy.Gens, Progress Level 7, with Progress Level 6 

and he Valence has forever changed _—_‘eehnology widely avaiable, This seting 

the way humanity defines tse fico afer asmal amount fo Progress 

However none ofthese changes has Level 8 technology 

prepared mankind forte sudden “Anything is possible ina Dark 

LEppearance ofthe lus. Horizons universe carmpaign~the only 
CEE Te can Innis your magia! Here are ust a 

Horizons campaign as a payer or as few examples of characters you might 

Gamemaster (GM), youractons during chose to play 

the game wil help ape mankind's 

future whether for beter or for worse > AMyrmidon, equipped withthe atest 

tae in powered aimer and fomidabie 

‘weaponry, lending the stength of your 
Whats the Dark Horizons Universe gusto the righest bier 


> An Emergency Nano-Tech using 
advanced nanotechnology ta mend 
both man and machine afte explosive 
space battles 

> An Eneoder using your mental link to 


‘Campaign Setting? 
‘The Dark Horizons universe is a future 
in which mankind has spread throughout 
‘our galaxy, where he has found that he 


iSnatalone. inthis book, you wil find Receding uh rt 
histories of ll the major players in Sincrede yee tor fun a prot 
this universe that sete sage for Rey reer 
epic dramas of prof, war, and asteroid to space ston to plat in’ 
survival Conslan ance o ade end irgue 
¥ tules foran impressive sue ofnew > {Valence Enforcer using you nate 
playable species, occupations, sil, Direlecieal weapon to protect your 
feats, advanced lasses, weapons, people n walking te src path of the 
armor, vehicles, spacecrat, creatures, Valence Code 
ordinares, an technology > ACy-Gen Genomorph atering your 
compatible with this seting: and physiology at valas you ght a secre, 
two fully playable adventures that desperate atte forthe sural OF your 
tan be payed as writen or adapted Scattered peopie 
ae > A Nomad Huntsman stiking tor 
‘This book must be used in conjunction ito you prey as you stk them over 
with d20 Mogem Roleplaying Game the gala area wth deadly 
(which provides all ofthe rules and erysanium weapons 
5. 
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Chapter 1: The Dark Horizons Universe 


During the height ofthe television era, Federated States arose like the phoenix; 
‘Science fiction movies depicted a future the long-dormant Soviets awakened 
inwhich mankind had overcame his from their hibemation as the Eastern 
{dark past and achieved a higher level of Confederation; and the true power of the 
\wisdom through his search for ‘Asian nations, which had lurked in the 
knowledge. Early in the 27” century, ‘shadows for so many generations, 
‘humanity is actively expanding across ‘emerged into the light as the Rising 
the galaxy: Mars has been colonized: ‘Suns, 
‘Midpoint Station - essentially a Technological advances allowed these 
‘manmade planet floats between Earth new poltical entities to look offplanet 
‘and Mars as a testament to what man ‘both for resources and for a new kind of 
hhas accomplished; and starships wink power. The fist step in mankind's 
from existence and reappear elsewhere ‘expansion into space was his successful 
while everything from aerospace fighters _terraforming and colonization of the red 
to Omnicars flies between planets, planet, However, Earth’s corruption and 
Unfortunately, despite all of mankind's ‘oppression inspired the Martian 
achievements, he stl has not achieved ‘colonists to show their natal planet that 
the enlightenment predicted by his Mars was sill the god of war. The 
‘optimistic forebears. intercession ofthe Valence and the 
Inthe first decades of the 21" century, Nomads finaly swayed the tide of the 
power struggles, economic upheavals, Revolution, and Mars cast the yoke of 
land a nuclear catastrophe plunged the ‘Terran Alliance from the planet forever. 
‘world into chaos. The political landscape Both during and after the Marian 
‘of the world that emerged from that Revolution, science and technology 
‘chaos was entirely unike that which had —__-made leaps and bounds in the fields of 
‘come before: from the ashes of the nanotechnology, spaceflight, 
United States and Europe, the ‘cybergenetics, and warfare. Man and 
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machine were brought closer than ever 
before in a world where nanometer- 
sized colonies of machines inhabit 
men's bodies and computers think and 
‘act almost ike humans. With all ofthis 
new technology, mankind can explore 
‘space with the greatest of ease and 
colonize almost any planet he wishes. 

‘Now, some 315 years after the 
Revolution, the appearance of a 
potential new threat has re-awakened 
‘some of mankind's old fears. When 
alien beings (now known as the Iritus) 
‘suddenly materialized from a jumpgate 
near Midpoint Station, Earth's 
{governments were thrown into a state of 
alarm that has yet to fully dissipate. As 
though to add to their confusion, the 
Valence were prompted by the 
appearance of the Iritus to return from 
three centuries of selfimposed exile — to 
am mankind ofthe danger the iertus 
ose - or so they claim. Now all of the 
{galaxy’s peoples must chart new paths 
in the face ofthis new threat 


Political Factions 
‘The history ofthe Dark Horizons 
Universe isin large part the history of its 
major politica factions. The 
relationships among these factions have 
driven mankind's technological and 
cultural development more than any 
other factor. 


Eastern Confederation 
If any group has perfected the art of 
‘subterfuge, itis the Confederation. As 
far back as the 19906, the Soviet Union 
had set about the largest covert 
‘operation in history. At that time, the 
region was in shambles both 
‘economically and poiticaly - the utopia 
‘of communism had been nothing more 
than a pipe dream. Foreseeing the 
demise of their way of ie, the Soviet 
leaders took their government 
underground. The rest ofthe world, 
believing thatthe old regime had fallen, 
Poured both manpower and financial aid 
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into the region. Decades later, the old 
‘guard re-emerged under the leadership 
‘of Sergel Zndanov as the Eastern 
‘Confederation, 

‘Today the Confederation is as 
powerful as ever. Confederation 
‘Scientists pioneered faster-than light 
travel wth the Quantum Electino Drive, 
‘cataputting humanity across the stars. 
‘The Confederation stil controls the bulk 
of the Eurasia and the colonized planets, 
of Atlantis and Exile 

‘Confederation citizens lack great rust 
in government, whether their own or 
those of other regions, as a result of 
negative propaganda spread by the 
‘Confederation about its rivals. The 
‘Confederation government itself lacks 
‘must in any other faction, resulting in a 
focus on (and consequent expertise in) 
black ops attempting to influence the 
policies of other nations. Of all Earth's, 
poltical factions, the Easter 
‘Confederation considers the Federated 
States its primary rival. Following the 
Martian Revolution, the Confederation 
has been most closely allied with the 
Martian Consortium, and is a major 
‘source of weapons and equipment for 
the Consortium, 


Federated States 
In August 2010, America's greatest fear 
materialized as nuclear explosions 
‘ipped apart the eastem United States 
and parts of Europe. The once-great 
‘symbol of freedom was reduced to 
‘ashes. However, from those ashes 
‘arose a new beacon of Western 
civilization: the Federated States, 
‘Comprising the United States and much 
‘of the European Union, the Federated 
States played a major role in shaping 
the future of humanity. Cybergenetics, 
‘aerospace jets, and the Cy-Gen species 
‘were all created in the research 
programs of the Federated States. 
‘Today the Federated States is more 
isolationist than at any point in its past. 
‘The Court af States does a good jab of 
making its citizens feel safe behind its 
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borders, and the Earthly interests of its surface. The planet's single continent 
those citizens stops at those borders. is populated entirely by genetically 
However, since its miserable defeat on ‘engineered creatures in self-sustaining 
Mars, the Federated States has set its ‘ecosystems, a testament to the success 
‘sights on expanding to as many other ~ and futher potential ~ of Rising Suns 
planets as possible ~even planets such genetics research, 
‘as Hal Gainna, the hell planet, so hot Part of the cultural heritage of the 
that its only barely tolerable for human Rising Suns is an outwardly calm. 
life, AS itwas more than seven presence signaling a sense of 
‘centuries ago, the Federated States is ‘superiority over outsiders. The 
‘once again competing with the Eastern misperception of this serenity as 
‘Confederation on the frontier of space. passivity has led more than one nation 
‘The policies of the Federated States to ikadvisedly invade Rising Suns 
have always been designed to serve the territory, and to learn to their chagrin 
interests ofits own people frst and ‘that the Rising Suns’ Imperial Legion is, 
those ofthe rest of the world Second. ‘one of the most effective military forces 
This has created more than one enemy fon Earth 
{or te Federated States, most notably ‘Of the three major poltical factions 
the Eastern Confederation (long based on Earth, the Rising Suns is the 
‘suspected by the Federated States of most reserved and secretive, and its 
involvement in the nuclear attack of people are as proud as their ancestors 
2010) fever were. The Rising Suns trusts no 
‘one and has few dealings with anyone 
Rising Suns ‘other than the residents of Midpoint 
When the U.S. was attacked in 2010, its Station. 
first mave was to recall its military from 
bases around the worl, leaving Japan ‘Martian Consortium 
virually defenseless. China seized the For years man dreamed of colonizing 
‘opportunity to replace US forces with its ‘Mars, its rust-covered landscape the 
‘owmn.. Since the major powers of Asia Subject of countless stores, but the 
‘combined their resources and ‘sheer cost of the project outweighed the 
‘governments (or were devoured by a need to make that dream a reality. 
‘conquering power, as some historians However, starting around 2185, a 
have seen), the Suns have been ‘combination of factors shifted that 
responsible for some of humanity's balance dramatically the pressure of 
‘greatest technological advancements, Earth's population and the decline of ts 
‘such as the Core Implant and resources and habitabilty on the one 
terraforming technology. hand, and the development of effective 
‘Today the Rising Suns is still at the terraforming technology by the Rising 
bleeding edge of technological ‘Suns on the other. in 2237 terraforming 
development, especially in the field of was completed and the Red Planet 
‘oybergenetics. The products of its became home to numerous colonists. 
research labs rival anything created by ‘The Federated States and Rising 
the Federated States-based Cyber- ‘Suns formed the Terran Alliance to 
‘Tronix Corporation. The Rising Suns {govern Mars, but its governance was 
has just recently begun its expansion to Not tolerated for lang. After the original 
‘other planets, such as Amateras in the ‘group of Cy-Gen workers sent to Mars 
Tau Cet star system. Of all ofthe ‘disappeared, conjecture over their fate 
colonized planets, Amateras is ‘and disillusionment over their treatment 
considered by many the most beautiful, fueled unrest among the colonists 
‘with ocean covering more than 85% of (ome of whom spurned Earth's ways 
-8- 
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‘and left the colonies to lve as low-tech ‘or her new colony to handle. Midpoint 
but well adapted Nomads), spurring the Station was built to accommodate this 
Terran Alliance to tighten Its grip on the ‘demand; on August 8th, 2235, the 
planet. In 2287 the Martian colonists fusion reactors of Midpoint Station were 
Joined the Nomads and the Valence in ‘activated forthe fist ime. 
the Martian Consortium, the goal of Orbiting the Sun hallway between 
Which was to resist the tyrannical rule of Earth and Mars, this manmade planet 
the Alliance. short while later the ‘welcomes visitors from all over the 
‘dominance of the Terran Alliance aver galaxy. Originally used as a research 
the affairs of the Martians was broken. laboratory, a navigation beacon for 

Unfortunately, hough, the expulsion of _starships headed to Mars, and a service 
the Terran Aliance did not substantially Station for starships, the station now 
improve the lot of the Martian setters, boasts its own government, living 
No effective unified facilities, and even its 
{government took the own military. 
Place of the Alliance; ‘Midpoint Station 
instead, violence and has grown not only in 
intrigue accompany size, but also in 
the attempts of small influence: it serves as 
time despots to use the base of 
the colonists to their ‘operations for 
advantage. This interplanetary 
unsettled financial exchanges, 
‘environment has and houses the 
‘reated a"Dont " governing body forall 
bother us, and we space stations as well 
‘won't bother you" Each newly colonized 
‘approach to politics, planet is orbited by its 
transforming the ‘own space station 
dream of humanity (originally the colony 
into a haven forall ship that carried the 
‘ypes of criminals - planet's colonists and 
(Gome estimate that their equipment) 
‘aS much as 20% of the population is under the governance of Midpoint 
{ugitve from the justice of one or more Station 
‘other locales) For centuries, Midpoint has remained 

The Eastem Confederation is not neutral in all conflicts, allowing space 
above profiting from a trade in weapons. stations to remain safe during wartime. 
‘and supplies with the Martian Infact, their rule over space stations 
Consortium, and the other factions are throughout human-colonized space 
10 some extent invested inthe planet's serves them as a shield as well. As 
mining operations. However, since the {goes Midpoint, so goes each space 
Revolution, none of the Earth-based Station, meaning that every colony has a 
factions maintains any diplomatic tes neutral outpost of Midpoint Station 
with Earth’s bastard child siting on its doorstep. 

The residents of Midpoint and many of 


Midpoint Station the other space stations are an 
When the terraforming and colonization ‘eccentric bunch. Midpoint neutrality 
‘of Mars began in 2190, the increased nd protective polices tend to isolate 
‘demand for services related to space them from inter planetary news and 
travel became too great for either Earth events. 
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‘Today, as old aggressions are fading 
into memory, everyone from Valence 
Enforcers to Nomad Huntsmen can be 
‘seen making their way through the 
station during any average week, 
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Corporations some ofthe greatest advances inthe 
Political factions aren't the only groups: ise of medical nantes. Cybelltraned 
‘with significant influence in the Dark the first ENTs to support military forces 
Horizons universe. Greed is a potent in the field. 
motivator, criving history ftom behind 
the scenes as powerfully as ideology ‘McCullough Research Corporation 
drives history center stage. Knowing As early as the beginning of the 21st 
themajor corporations as important to cerry, private corporations had joined 
acharacter in the Dark Horizons ‘the race to put cargo into space cheaply 
universe as knowing the players in the enough to make the effort worthwhile. 
pestrebectran tt etait WMoCulough Research, stated in 1902 
by Leon McCullough, a scientist in the 
a fold of advanced propulsion research, 
Loreen reer r was one sch corporation. Only fve 
‘source of some of the most effective ‘short years after the 2010 tragedy, 
Se ues te ‘which prompted the ismanting of 
Oe eis NASA, McCullough Research was 
Nyrmidons; they are rined in vieualy ting satelites into space (or which it 
fvery form of combat. and show no fear «as able fo command huge fees). in 
in battle. Myrmidons fightin units (the 2064, scientists from McCullough were 
Gur Hel Teese tanzus)toramone able to create a stable NS rocket fuel 
be ipetinsce terme ting that could release twice the energy 
etna Mee en cudnie tthe commoniy-used but volatile 
allegiance to no politcal faction. Hydrazine fuel. In 2065, when 
MeCulough went pubic th ts findings, 
‘cyber-tronix Dynamic Aerospace bought NS fuel to, 
Cyber-Tronix opened its doors on July. Power its new Mustang Fighter, which 
Ast, 2066. By 2177, Cyber-Tronix was. ‘aie Woleaged In 2068. Laver, 
priate er epi McCullough designed the direct particle 
innovator in both robotics and genetics drive, which has become the standard 
research. Cyber-Tronix’ creation of the ‘engine for all Gargantuan starships. 
‘Cy-Gen super-soldiers, who were 
instrumental in ending the Block Wars ‘Central Research Labs 
for the Federated States, was a critical By the Federation's 85th birthday, 
factor in establishing the company's Earth's people were suffering the 
influence in political circles. One of the environmental consequences of a 
ees cere device invented 193 years ear: the 
accomplishments was the development internal combustion engine. During the 
‘of External interface Core Technology. gguminer of 2088 an wegen 
Srretontnaaicnader Council metin New Zealand to discuss 
Revolution, Cyber-Tronix had facilities in plans to preserve the Earth's ability to 
virtually every civilized nation on Earth, ‘Support human life. The participants 
{swell as several on Mars. t's ‘ule agreed that toxic emissions from 
rumored that Cyber-Tronix employs its. the breakdown of fossil fuels were 
own police force, although its function is destroying the atmosphere and that the 
pales demand for fossil fuels was rapidly 
‘verahelming the supply. Each nation 
Ccybell Corporation present signed the Advanced Fuel 
CULES Research Agreement, promising tat 
technology, Cybell is responsible for ‘would get serious about the search for 


an effective altemative fuel system. 


<u. 
© 2008 Max Gaming Technologies, LLC 


Dark Horizons Universe Campaign Setting 


‘The use of hydrated ethanol as a fuel not be a major player in space for some 
had been seriously investigated even time, the Eastern Confederation offered 
before 2010. In 2100, Central Research _the services ofits space program to the 
Labs released a synthetic ethanol fuel rest of the world. Before long, other 
cell that was not only 100% pure but ‘countries were paying the Eastern 
also cheap to manufacture. The most ‘Confederation to put their satelites into 
attractive feature ofthese fuel cells was ‘orbit. The Federated States itself used 
their fuel conversion efficiency: in place Energiya's services untl it was able to 
of the 18% efficiency of standard fuel, rebuild its own space program. 
‘ethanol fuel cells reached efficiencies as Energiya not only designs and builds 
high as 60%. the Eastern Confederation’s aerospace 
Ethanol fuel cells were produced in fighters and starships, but also pursues 
three classes: the largest, industrial research in scientific exploration and 
class for large equipment, vehicle class civilian communications 
{or vehicles, and a compact class for ‘Advances in starship technology 
‘everything from medical equipment to ‘stimulated the need for orbital 
weapons. ‘construction facilties. Naturally, 
Energiya was commissioned to build the 
‘rion Salvage and Recovery Eastern Confederation’s orbital shipyard. 
Given the vast number of space vessels ‘The shipyard was completed in 2125, 
moving among Earth, Mars, and the ‘and constuction ofits first warship 
many outposts throughout the galaxy, it began immediately. A full complement 
is inevitable that ships at times become ‘of aerospace fighters is staioned on the 
sanded or damaged. Companies such _ shipyard, ready to defend it no matter 
{as Orion scavenge these ghost ships what 
their precious materials, and make a 
hefty profitin the process. During the Kalash-Bloc Arms 
Martian Revolution, it became ‘The Eastem Confederation, in 
necessary for the crews of salvage preparation fora global confit it 
ships to arm themselves in the event ‘considered inevitable, considered 
they got caught up in the fighting; since money no object in the search for a 
then, tug class ships often carry an perfectly balanced weapon. Kalash- 
‘aerospace fighter inthe hold along with Bloc Aims was the recipient of a large 
‘enough weapons to repel any hostile ‘amount ofthat governmental largesse. 
boarders. Founded by Vladimir Kalash and Mihail 
Bloc, two of the most respected weapon 
‘The Energiya Corporation ‘designers oftheir time, the company 
‘tthe height of the USSR's power, the continues to produce the Eastern 
Energiya Corporation produced the ‘Confederation's highest-quality mittary 
majority of Russia's space vehicles ~ Side-arms more than a century ater 
‘everything from delivery systems to the their deaths, 
Mir space station. However, after the 
{all of the USSR, the overall dectine of ‘Confederated Weapons: 
the Soviet economy took the Energiya ‘Confederated Weapons produces large- 
down with it. By the time Sergei scale weapons and vehicies for the 
‘Zndanov founded the Confederation, defense of the Eastern Confederation. 
Energiya had closed its doors. ‘The company’s land vehicles have 
‘One of the first things Vladimir become widely known for their ability to 
‘Oryhaski did after the 2014 coup was ‘tansport troops to the battlefield under 
re-open the Energiya Corporation. ‘extremely heavy fire and return in one 
Seeing that the Federated States would piece. Confederated Weapons has a 
-12- 
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civilian branch called Confederated closely guarded secret before 2068, 

Vehicles, which produces such vehicles \when it debuted in response to the 

1 the Armadillo civilian transport. release of the Federated States! 
Mustang fighter. Since that time, Sun 

‘Sun Research Labs Research Labs has been the premier 

‘On March 2rd, 2063, the never-betore: designer and builder of aerospace 

‘seen Tian Hou aerospace fighter criss fighters for the Rising Suns, 

crossed the sky above the classified 

testing range of Sun Research Labs. ‘Yu-ren Rocket Agency 

Named for the Empress of the Sky, the ‘The scientists and engineers ofthe Yu- 

‘ian Hou was capable of taking off ren Rocket Agency work closely with the 

vertically and of reaching orbit before ‘crews atthe Rising Suns' Space 

returning to the ground, where itlanded Exploration Group to design faster and 

in the same way as any other fighter. more efficient starship propulsion 

‘The existence of the Tian Hou was @ systems. 
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Chapter 2: New Species 


Inthe Dark Horizons universe, you ean 
play as a human, or choose your 
‘character from any of three new 
playable species. Your character's, 
physical characteristics, abilities, 
motivations, behavior, and even 
interactions with other characters will to 
‘some extent depend on your character's 
‘species - so select wisely! The 
‘opportunities available to your character 
in the game are affected by your 
character's species as well - some 
‘advanced classes are possible only for 
‘characters of certain species. 


‘Species Adjustments 
Upon selecting a non-human species for 
your character, you wil incur certain 
bonuses and penalties to your 
characters stating abilities (as shown in 
the table below), as well as to your feats 
land skils. In addition, characters of 
non-human species automatically gain 
certain abilities (listed in the species 
<escription). 


yce 20m. 2Wis 
Human 


Humankind is the species against which 
all others are defined. tis their 
differences from mankind that mark the 
Valence, Cy-Gens, and Nomads as 
‘separate species. ‘Over the past 
millennium, mankind has controlled 
Earth, tamed Mars, and spread across 
the galaxy. Technology such as the 
‘Core Implant, powered armor, and 
nanotechnology enfiance mankind's 
abiliies on the march through the stars 
in search of habitable planets. 
Mankind's primary location is stil 
Earth, although many humans moved to 
Mars during the 2240 colonization. 
Many space stations and autposts, such 


‘as Midpoint and Ganymede, are 
beginning to see more humans as they 
‘spread across the solar system, The 
Creation of the quantum electino drive 
has allowed mankind to travel to and 
‘colonize planets in other star systems, 
as well 

Humans have the widest variation in 
‘appearance ofall the races. The 
average human's height is around 5! 11° 
however, those who spend long periods 
in low gravity during theie development 
are often taller. 

With advancements in medical 
nanotechnology and the development of 
the Core Implant, mankind has 
artificially increased his potential 
lfespan to around 125 years. 
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cy-Gen ‘Today, some three and a halt 
For centutes, humanity attempted to centuries later, human fear of the Cy- 
create the ultimate warrior through Gens sill ingers, causing many Cy: 
training and advances in weapons Gens to hide their tue origins. The 
technology — but a human solder is. Nomads and the Valence, however, 
‘lays limited by his humanity. In 2149, welcome the few remairing Cy-Gens as 
this dilemma was resolved by the brothers. Some roam space as Free 
creation of the Cy-Gens: super soldiers ‘Traders, some survive as criminals, and 
‘geneticaly engineered from human ‘some continue to act out their original 
‘stock to be capable of tremendous acts role as the ultimate soldier. 
of strength and endurance. ‘While Cy-Gens may lve wherever 
‘The Cy-Gens were crucial weapons in __‘Mankind has colonized, no one of 
several Garth wars before the expansion _another species is sure whether there is 
‘of humans into space, but when those ‘center of Cy-Gen population, or where 
‘wars were over, political leaders began itmight be, itso, Some believe thatthe 
to seek ways to rid themselves of the Cy-Gens who disappeared from the 
internal threat that the Cy-Gens Manian terraforming project used 
represented. Plans to terraform Mars ‘equipment from the project to relocate to 
presented the solution to that problem another planet. 
{8s well as to the more commonly cited ‘Cy-Gens, though engineered to be 
problems of population pressure on stronger and tougher than humans, 
Earth's environment, resemble their parent stock in 
‘The terraforming of 


Mars’ harsh 
‘environment was a task 
‘well suited tothe Cy. 
Gens’ advanced 
Physiology. An armada 
‘of ships bound for the 
Red Planet left Earth 
with scores of Cy-Gens 
‘aboard, equipped with 
‘everything needed to 
‘complete the project. 
When the frst colony 
ship artived on Mars, 
though, no traces of the 
‘Cy-Gens could be found; 
the bulk of the Cy-Gen 
workforce had either 
‘escaped Mars or 
‘somehow been 
destroyed during 
terraforming. The few 
remaining Cy-Gens 
‘were employed in the 
‘service of Terran 
factions or attempted to 
hide their origins and 
simply survive 
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‘appearance. The one physica trait y-Gen gains a +2 to all Fortitude saves 
‘common among all Cy-Gens isthe color __—_for gene therapy, and the number of 
of their eyes: a ich emerald green. The ‘successful checks required for a 
average Cy-Gen's height is around 6. particular modification is reduced by five. 
Determining the natural itespan of a (or base success numbers for various 
Cy-Gen is not yet possible, since the ‘ypes of gene therapy, see Chapter Five 
‘only Cy-Gens to have died have done Scientific Engineering in 20 Future). 
's0 in battle or by accident. Itis believed Perfect Build: Although they were 
that with their advanced physiology, Cy- designed to epitomize the ideal human, 
Gens could easily ive more than 250 Cy-Gens are sil feared by many as 
years. ruthless kiling machines. When dealing 
‘Cy-Gens tend to be quiet and with humans, a Cy-Gen who is thought 
reserved among outsiders, he legacy of to be human gains a +2 cicumstance 
‘mistrust of humans. However, when bonus to Charisma checks and to the 
pushed they often wil demonstrate the following skis: Bluff, Diplomacy, Gather 
‘super-human strength that originally Information, intimidate, and Perform, 
‘caused so many to fear them, This bonus is a result of a Cy-Gen's, 
Perhaps out of a kind of layalty to their complete lack of physical imperfections, 
creators, Cy.Gens tend to take names Either a wound that reduces a Cy-Gen's 
‘ypical of 20" century North America hitpoints by atleast half or a Spot check 
(such as Adam or Trisha), DC 25 will reveal a Cy-Gen who is tying 
to pass as human. This causes the 
‘Species Traits ‘above-mentioned Charisma checks and 
‘kil t incur a ~4 circumstance penalty, 
‘Size: Medium-size, Cy-Gens have no ‘except forthe intimidate skl, which now 
‘special bonuses or penalties duetotheir gains a +4 circumstance bonus. This 
bonus is a result ofthe mistrust and fear 
+2 Con, 2 Wis, that nearly all humans fee! for Cy-Gens. 
Note that these bonuses and penalties 
Electric Weakness: The bio-organic {do not apply in interactions involving 
nanites that comprise most of a Cy- non-human characters, 
Gen's body make him especially ‘Superior Threshold: The blood of a 
‘wuinerable to electricity. Electricity deals ——_Cy-Genis teeming with bio-organic 
415 times as much damage to a Cy.Gen nanites, which control everything from 
{a5 to a character of any other species. blood loss to system shock. With such 
Fast Heal: Cy-Gens' bodies heal ‘a sophisticated system of physiological 
twice as fast as those of humans. A Cy- defenses, these genetic perfections can 
Gen character recovers 2 hit points per ‘survive damage that would kil their 
character level per evening of rest (see human counterparts. A Cy-Gen receives 
‘Chapter 5: Combat in the 20 Modern ‘+2 to his massive damage threshold 
Roleplaying Game for basic healing Free Language Skills: Read/Write 
rules). In addition, ability damage English, Speak English 
retuins at arate of 2 points per evening Level Adjustment: +0 


of rest (and 4 points per day for 
complete bed rest) for a Cy-Gen 
character. 

Genetic Breed: Cy-Gens are built 
from a DNA strand twice as long as that 
defining a human, which allows them to 
accept gene therapy faster and more 
‘successfully han any other species. A 
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Nomad While the houses vary in traditions, 
‘The Nomads are descended from these of common thread among all Nomads 
among the original human setters of is ahatred of technology. The original 
Mars wiho felt more comfortable Nomads identified excessive 
Wandering the Martian wildemess than technological advancement asthe root 
living inthe restricted environment of the of humanity’ evi they believed that 
domed cities, Over many generations, mankind would spoil Mars just as it had 
these people developed physica Waits spoiled Earth. Because Nomads reject 
different from those of humans wino medical technology, thei average 
‘Spend most oftheir ives on Earth or in lifespan is relatvely short - only around 
atifcialyterestial environments. £85 yeas, Although Nomads are 
‘Today's Nomads are larger and sironger Posed to most forms of technology 
than ined fotababed (sveagey OS te they will use ships and other forms of 
height), and mechanical 
better able to transportation as 
‘survive in the necessary. Toa 
untamed Nomad, the 
wildemess. enlightened 
Without formal rejection of 
‘education, technology is a 
Nomads lack sign of Nomad 
the high superiority over 
Intelligence of mankind. 
humans, but fe ‘One of the 
in such a harsh ‘most intriguing 
land teaches aspects of 
Wisdom. ‘Nomad culture is 
Since the the Nomads 
early days the abit to fashion 
Nomads have tools and 
been weapons from 
accustomed to crysanium, a 
‘an itinerant fe, crystalized 
moving metalic mineral 
frequently trom common on 
place to place Mars. Non- 
asthe Nomad 
environment craftsmen have 
allows. When tied to work 
the population of Nomads reached crysanium, but 
1,000, it divided itself into eight separate _-_~fone have had such success. 
Houses: Aeiges, Thalonees, Russin, ‘Crysanium weapons have been 
LLapro, Panacon, Orion, Nantils and ‘outlawed on many planets, making them 
Felanor. (A ritual tattoo on te let highty sought attr. 
cheek of every adult Nomad indicates ‘The ability to track is highly esteemed 
his House and the position he occupies in Nomad culture. While even the 
Within his House.) Each house has one _-—_-youngest Nomads can rack a subject 
leader, typically an elder, who sits on better than almost any human, the artis 
the House Council that governs the {developed to its highest level by Nomad 
Nomads as a whole. Huntsmen, whose skils are in high 


{demand throughout the galaxy. 
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Huntsmen are often hired by large 
‘corporations to find thieves, hackers, 
land other corporate criminal. 

After the Martian Revolution ousted 
the Terran Aliance from the Red Planet, 
the Nomads were stll faced with 
mankind's corruption. The leaders of 
the eight Houses were par of the 
Martian Consortium that liberated the 
planet from Earth's grasp; however, 
‘when taks between the Martian factions 
degenerated into endless dispute, the 
House Council saw ft to remove iself 
{om the Consortium altogether. Six of 
the eight houses withdrew to the 
northern area of Mars to lve free of the 
poltical conflict afficting the south. The 
‘Thalonees and Panacon Houses fled 
further, making a pact with the Free 
‘Trade Alliance to move wholesale to the 
planet Panacon, some 35 light-years 
from Mars. Since then the Nomads and 
Free Traders have enjoyed a mutually 
beneficial relationship: Free Traders 
provide transportation on their ships in 
‘exchange for gifts of unique Nomad 
‘goods. 

‘Today, the Nomads’ old hatred for 
humanity has cooled somewhat, so the 
‘ight of a Nomad in a human area of 
Mars or even off-planet is not that 
uuncammon. Nomad Huntsmen in 
particular travel widely in the course of 
their hunting, following their prey where- 
fever it may run. 

‘Nomads’ names reflect any affinity 
with the names oftheir spiritual 
ancestors on Earth. Here are some 
‘ypical names: 

‘Male: Addo, Anwah, Belthar, Cals, 
Galatmniel, Miza, Olama, Razael, 
‘Shalma, Timmon, Zalak 

Female: Atsu, Aliza, Brali, 
Hasanya, Sala, Ramla, Siraza, Thala, 
Yani, Zula 


‘Species Traits 


‘Size: Medium-size, Nomads have no 


‘special bonuses or penalties due to their 


‘senses danger can trigger an inhuman 
‘surge of adrenaline through his body for 
‘a short period of ime. This adds a +4 to 
Strength for a number of rounds equal 
10.2 + his Con modifier. A Nomad can 
perform a feat of strength once per day. 

Low-Light Vision: Nomads have low- 
light vision. They can see twice as far as 
humans in staright, moonlight, torchiight, 
and similar conditions of shadowy 
illumination. They can also discem color 
‘and detail under these conditions. 

Low Tech: The Nomads believe that 
the advancements in technology that 
brought them to Mars and terraformed 
the planet wil be the same technologies 
that bring about the end of humanity. 
Nomads begin the game with 
proficiency in all Nomad species 
Weapons and Archaic Weapons. Class 
abilies and feats do not grant Nomads 
Proficiency in any equipment from 
Progress Level 4 or higher, but they can 
attempt to use such equipment with a -4 
to all elated abilty checks, attack rolls, 
‘and skill checks. 

‘Survivalist: Nomads always have 
Survival asa species skil. (For more 
information about this skil, see Chapter 
2: Skils in the d20 Modern Roleplaying 
Game). in addition, a Nomad receives 
“+4 to Fortitude saves to resist the 
effects of harsh environments, 

Free Language Skills: Common, 

Level Adjustment: +0 
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Valence 
‘The origin ofthe Valence is unknown. 
‘They appear to have originated on Mars 
and to have passed for Martian humans 
Until shorty before the Martian 
Revolution, when xavier Thomas (the 
future leader of the Valence) was 
‘captured by the Federation after a freak 
‘accident exposed his extraordinary 
abiliies. When Thomas escaped, 
{government officials kept all knowledge 
fof his existence from the public. The 
presence of the Valence did not become 
widely known until 2289, when 
Federated States Rangers accidentally 
attacked a group of Valence Templars. 
During the Marian Revolution, the 
Valence played a critical role in the 


Consortium. The humans of both Earth 
and Mars quickly grew to fear the 
Valence because of their truly alien 
abily 1 project bio-electical energy 
‘rom thei bodies, 

‘The only known settlements of the 
Valence on Mars through the end of the 
Revolution were on the Plains of Lycus 
Sulci. After the Revolution, the Valence 
‘Couneil ft it best to remove their 
people from mankind's presence. The 
‘completion of the jumpgate for the 
‘Gaspra Outpost allowed the Valence to 
move their entire civilization to the 
planet Glacial in the Epsilon Indi 
system, 

Physically the weakest of the 
humanoid species, the Valence are thin 
{and graceful, standing no taller than the 
average human. Many ordinary 
humans are frightened of the deep blue 
shade of Valence eyes, which was once 
notably described as “flowing with 
energy” 

‘xavier Thomas wrote the Valence 
Code by which the Valence 
are governed. The code 

‘emphasizes that the 

Valence must under all 

circumstances attempt to 

live at peace with 

‘humankind. To comply with 

the Code as fully as 

possible, the Valence must 
often deny their emotions, 
requiting of them a fierce control. 
However, it action is required, the 
Valence can display some of the most 
lethal raits of any species, 


Species Traits 
‘Humanoid (Valence). 
Size: Medium-size. Valence have no 
‘special bonuses or penalties due to their 
Ability Modifiers: +2 Dex, -2 Str, 2 
cha, 

‘Speed: 20 feet 

Advanced Class Restrictions: A 
Valence character cannot belong to a 
class that requires a Core Implant or 
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‘any other form of nanite enhancement, ‘accumulated by the Valence character 
‘due to the large amount of bioelectrical in preparation forthe attack is held until 
‘energy generated by the Valence. the character touches an object or 
‘Skill Bonus: A Valence character ‘otherwise discharges i. Disabling a 
‘gains a +2 bonus to Disable Device Piece of equipment or an object renders 
‘checks involving electronic components, it temporarily unusable (e.g, electronic 
‘or that are electronic in nature, {doors will nt open, weapons that use 
‘Valent Surge: The physiology of any Power cells will not fire). Characters that 
nervous system involves a number of ccan be affected by this abilty are dazed 
electrical processes, but the body of a byit. This abilty can be used once per 
Valence is a maelstrom of huge day, and ts effect lasts a number of 
potential differences. A Valence who rounds equal to 1 + the Valence 
{eels threatened can discharge a burst ‘character's Con modifier. Using the 
of electrical energy capable of stunning abiliy costs 1 action point 
and even injuring an attacker. Some Rejection: All items and gear that 
Valence can hamess this burst 0 possess electronic components or are 
achieve other effects. Once per day, a electronic in nature require special 
Valence character can make a touch insulation when used by a Valence 
attack releasing this stored energy, ‘character, or they risk serious damage 
‘causing 1d4 +1/3 of his level points of ‘om the large amount of bio-electrical 
‘damage. The opponent must also make ‘energy he generates. The cost of the 
‘aFoitude save DC equal to 10 + Con required insulation adds 2 to the 
modifier + 1/2 character's hit die or be purchase DC of such items. A Valence 
Stunned for 146 rounds. ‘character can use non-insulated 
Weapon Affinity (delRaines): The electronic devices, but each ime he 
Valence are more familiar with the does so, there is chance the item wil 
delRaines exotic ranged weapon than ‘short out. Whenever a Valence 
‘are members of other species, so for a character falls a check by 10 or more or 
Valence character, tne Personal rolls a natural 1 wile using a non- 
Firearms Proficiency rather than the insulated electronic item, the item 
Exotic Weapons Proficiency applies to ‘ceases to function unt itis repaired, 
this weapon. (The rules for the Repair ski can be 
Electrical Feedback: A Valence found in Chapter 2: Skils in the 420, 
‘character can disable an electronic ‘Modern Roleplaying Game.) 
device fora brief period of time simply Ranged Dodge: Because the Valence 
by touching it.The use of this ability on are very adept at predicting the paths of 
‘an inanimate object is a move incoming projecties, a Valence 
‘equivalent action and does not require ‘character receives a +1 bonus to his, 
an attack rol. Ifthe target is animate defense against ranged attacks. 
(4, a robotic construct) or is being Free Language Skills: ReadiWrite 
used by another character, the Valence Valence, Speak Valence. 
must make a touch attack against the Level Adjustment: + 0, 


target's user to disable the device; if 
‘such an attack misses, the charge 
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Chapter 3: New Character Options 


‘The mules for character creation can be {gains a +1 competence bonus on 
found in Chapter 1: Characters inthe Checks using that ski 
20 Modern Roleplaying Game. This ‘Computer Use (In), Concentration 
chapter describes new occupations and (Con), Crat (electronic, mechanical) 
feats that are spectc to the Dark (in), Knowledge (physical sciences, 
Horizons universe popular culture, or technology) (it), 
Repair (int), Research (In) 
New Occupations Bonus Feat: Select either Educated 
or Studious 
Frontier Militia Wealth Bonus increase: +4. 
Many citizens of distant provinces 
participate in militias. Some choose this Space Builder 
Service in furtherance of thei ov goals, __CoNstruction workers wiho have been 
while others are pressed into service by conditioned to work in space, these 
mniltant governments, Those who jain characters build the space stations and 
local mitias gain the benefits of some Sar ships on which advanced 
basic miltary waining, regardless of their __cvilzaions depend to move beyond 
enlistment conditions. their home planets. This experience 
Prerequisite: Age 15+ makes the Space builder feel more at 
‘Skills: Two of the folowing skis, home in a space suit, spinning inthe 
selected when this occupation is chosen, __ Vol, than standing on his home planet 
‘are permanent class skils. fa selected Prerequisite: Age 16+ 
‘skills already a class ski the character ‘Skills: Two ofthe folowing skis, 
{eins a +1 competence bonus on selected when this occupation is chosen, 
Checks using that ski ‘are permanent class skils. fa selected 
"Climb (St), Demoliions (In), Drive ‘kills already a class ski the character 
(Gex),tntimidate (Cha), Search (Int), gains a +1 competence bonus on 
Survival (Wis), Treat injury (Wis). shacks shy tel sul 
Bonus Feat: Select ether Armor ‘Computer Use (in), Craft (electronic, 
Proficiency (ight) or Personal Firearms mechanical or structural) (In) 
Pronger. Knowiedge (physical sciences or 
‘Wealth Bonus increase: +1. technology) (In), Repair (int). 


Bonus Feat: Zero-G Training 


Programmer Wealth Bonus increase: +2 
‘Advanced civiizations brimming with 
‘computers are often brimming with ‘Starship Gunner 
programmers as wel after all, software In a world of penious space journeys 
programs dont wrte themselves. and intergalactic pracy, many brave 
Programmers are familar with many young people serve as gunners for the 
forms of technology, and their work is laser batteries lining the hulls of 
always lucrative in @ reasonably merchant ships. Such a job can offer not 
‘advanced society, ‘only excitement, but also transportation 
Prerequisite: Age 18+. to a new world and a new life. 
‘Skills: Two ofthe folowing skis, Prerequisite: Age 18+ 
selected when this occupation is chosen, Skills: Two of the following kis 
fare permanent class skils Ita selected selected when this occupation is chosen, 
‘kills already a class skil, the character __af permanent class skils. i selected 


‘kil is already a class ski, the character 
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‘gains a +1 competence bonus on 
‘checks using that ski 

‘Computer Use (Int), Drive (Dex), 
Navigate (In), Pilot (Dex). 

Bonus Feat: Select either Spacer or 
Starship Gunnery 

‘Wealth Bonus increas 


2 


War Refugee 
Displaced by the stifle that erupts in 
‘savage and civilized land alike, the war 
refugee has had to do his best just 0 
survive. Leaving his homeland behind 
‘along with the violence he flees, the 
refugee must often learn a whole new 
‘way ta live, but does not forget the ald 

Prerequisite: Age 15+. 

‘Skills: Two of the following skil, 
‘selected when this occupation is chosen, 
are permanent class skils. if a selected 
‘kil is already a class ski, the character 
{gains a +1 competence bonus on 
‘checks using that ski 

Diplomacy (Cha), Hide (Dex), 
knowledge (streetwise) (Int), Move 
Silently (Dex), ReadiWrite Language, 
Speak Language, Survival (Wis). 

‘Bonus Feat: Select ether Endurance 
or Planetary Adaptation. 

‘Wealth Bonus Increase: +1. 


New Feats 


‘Advanced Archaic Weapons 
Proficiency 
Prerequisi 
proficiency. 
Benefit: This feat makes a character 
‘especially proficient with archaic 
‘weapons, to the extent that he can use 
‘such weapons effectively despite using 
‘them in unconventional ways. This feat 
negates the -4 attack penalty when, 
using an archaic melee weapon as an 
improvised throwing weapon. 


‘Archaic Weapons 


‘Advanced Nanite Blood 
‘Anandful ofthe original Cy.Gens were 
esigned to have advanced 

regenerative properties, and while they 
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were a small percentage of the Cy-Gen 
population, their increased capacity for 
‘survival ensured that many of today’s 
‘Cy-Gens have inherited this tat. 
Cy-Gen, Level 1 only, 


Benefit: Advanced Nanite Blood 
decreases the DC ofall healing-elated 
‘kill checks made on the Cy.Gen by 2. 
‘A.Cy-Gen with Advanced Nanite Biood 
‘can also heal himself once per day for a 
number of hit points equal to double his 
‘constitution modifier. Using this ability 
‘constitutes a full round action. 


Benefit: This feat allovs a Valence 
character to use his Valent Surge ability 
‘an addtional number of times per day 
‘equal to is Constitution modifier. 


Craft Crysanium 
This feat allows a character to create 
weapons and tools out of erysanium. 

Prerequisite: Craft (mechanical) 10 
ranks, Knowledge (physical sciences) 
20 ranks, 

Benefit: A character with this feat can 
use a Craft (mechanical) check to make 
weapons and similar objects from 
crysanium. The crafting ofa crysanium 
item follows the same rules as those for 
Crafting the normal version of the same 
item (as found in Chapter 2: Skis in the 
420 Modern Roleplaying Game) with the 
following exceptions: the required 
purchase DC is increased by 3, and the 
equited skill check DC is increased by 
5. 


Extended Application Range 
Prerequisite: The ability to run Tech 
Programs. 
Benefit: A character with this feat 
increases the range increment of his 
fabricators applicator by 5 feet. 


Extended Sensor Range 
Prerequisite: Tech Drone, ability to 
run sensor Tech Programs. 
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Benefit: A character with this feat 
increases the range of his Tech Drone's. 
‘sensor array by 10 feet. 


Extra Electrical Feedback 

Prerequisite: Valence. 

Benefit: This feat allows a Valence 
‘character to use his Electrical Feedback 
abiliy an extra 3 times per day. The 
Valence must still pay the associated 
‘action point cost each time he uses this 


1 A Valence character without 
this feat can use electrical feedback 
‘once per day. 


Hardened Skin 
Prerequisite: Cy-Gen, Con 16. 
Benefit: When a Cy-Gen gains this 

feat, his skin is hardened theaugh DNA, 

changes, giving an almost insect-lke 

‘appearance to his skin and granting him 

DR 1/-. A Cy-Gen who takes this feat 

who attempts to pass as human 

requites a Spot check of only DC 15 10 

be recognized as a Cy-Gen (instead of 

the usual DC 25). 

‘Special: This feat can be taken up to 

‘times, with the damage reduction 

‘Stacking each time, 


Hostile Fabrication 

Prerequisite: Ability to run Tech 
Programs. 

Benefit: A character with this feat who 
makes an attack roll, melee touch attack, 
‘or ranged touch attack as part of a Tech 
Program gains a +1 to that ral 


Improved Valent Surge 

Prerequisite: Valence, 

Benefit: This feat increases the 
{damage dealt by a Valence character's, 
Valent Surge ability to 106 +1/3 levels 
and the Fortitude save OC to resist 
being stunned for 106 rounds by 2 

Normal: A Valence character who 
‘does not have this feat deals 104 points 
‘of damage +1/3 levels, and the DC to 
resist being stunned equals 10 + Con 
modifier + 12 character's hit de. 


2a. 


\Nanite Resistance 
Prerequisite: Constitution 13+. 
Benefit: A character with this feat has 

‘an immune system that has adapted to 

‘world where narites are common, and 

often have harmful effects. A character 

With this feat who makes a Fortitude oF 

Will save to resist an effect resulting 

fom internal nanites gains a +4 

circumstance bonus to the save. This 

ability has a drawback, however: when a 

‘character wth tis feat is exposed to 

beneficial nanites, those nanites have a 

25% chance of failing, 


‘Over Charge (Runner) 
Prerequisite: Tech Level 2 
Benefit: When running a tech 
program you can spend 2 ENC more 
‘than normal on Options and Upgrades. 
Normal: You can spend as many 
ENC as your total runner level 


Program Compression 

Prerequisite: The ability to run Tech 
Programs. 

Benefit: A character with this feat is 
able to make optimum use of a 
fabricator’ or Tech Drone’s internal 
memory storage, gaining an extra 
memory slot in each of his fabricators. 


Program Efficiency 
he ability to run Tech 


Benefit: A character with this feat has 
4 bonus ENC points per day that may 
be spent only on Tech Programs from 
the category (uility, mechanics, 
biomedical, sofware, or sensor) chosen. 
upon acquiring the feat 

‘Special: A character can gain this feat 
multiple times. Each time the feat is 
taken, a diferent category of Tech 
Programs is chosen. 
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Program Specialization 
Prerequisite: The ability to run Tech 
Programs. 

Benefit: A character with this feat 
‘chooses a category of Tech Programs 
(uilty, mechanics, biomedical, sofware, 
(or ser'sor) upon taking the feat. He can 


then run Tech Programs from the 
chosen category as if he were one 
runner level higher. 

‘Special: A character can gain this feat 
multiple times. Each time the feat is 
taken, a different category of Tech 
Programs is chosen. 
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Chapter 4: New Advanced Classes 


In addition to the advanced classes Dark Horizons universe campaign 
{ound in the 20 Modern Roleplaying ‘setting. itis let to the GM's discretion 
‘Game and in d20 Future, the Dark whieh advanced classes are appropriate 
Horizons universe offers eight new for a specific campaign. 

‘advanced classes. While any d20 For mare information about skills and 
Modern or Future advanced class can feats not described inthis guide, see 

'be played in a Dark Horizons universe ‘Chapter 2: Skils or Chapter 3: Feats in 
‘campaign (with the approval of the GM), __the d20 Modern Roleplaying Game; for 
‘some of the d20 Modern and d20 Future ——_-mare information abaut skils and feats 
advanced classes may not mesh marked with a star ('), see Chapter 1: 
especially well with the design af the ‘Characters in d20 Future, 
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‘Table 4-1: The Emergency Nano-Tech 


Emergency Nano-Tech 
When damage is dane to either man or 
machine, the Emergency Nano-Tech 
(ENT) is there to see that damage 
repaired. A master of science and 
technology, the ENT is able to apply 
knowledge amassed over centuries to 
the crisis of the moment. He is both 
doctor and repairman, using 
nanotechnology to control matter at the 
molecular level tis easy to identity the 
Emergency Nano-Tech by the distinctive 
personal fabricator he cartes 

“The ENT is typically the frst to 
respond to an emergency. inthis age of 
Space travel, itis necessary forthe Skits 
‘of emergency response personnel to. 
include not only medical care but also 
mechanical aptitude; a leak ina ship's 
hull can be just as lethal as a gunshot 
wound, In addition to traditional repair 
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and healing skis, the ENT uses 
fabricators (see Chapter 13 in tis guide) 
in conjunction with Tech Programs (see 
Chapter 14 inthis quide). Creative use 

‘of these tools allows the ENT to deal 
with most af the various problems that 
‘can arise in any emergency situation 


REQUIREMENTS 
To qualify to become an Emergency 
Nano-Tech, a character must fulfil the 
following criteria. 

‘Skills: Computer Use 6 ranks, Repair 
6 ranks, Treat Injury 6 ranks 

Feats: Gearhead, Surgery 


CLASS INFORMATION 
‘The following information pertains to the 
Emergency Nano-Tech advanced class. 
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Hit Die (purchase DC = 12 plus Tech level. 
‘The ENT gains 146 hit points per level Restricted Tech Programs are available 
‘The character's Constitution modifier ‘only on the black market, wich 
applies. increases their purchase DCs by 2. The 
‘only other way fora character to gain 
‘Action Points programs is to find them during the 
‘The ENT gains a number of action ‘course of the game. 
points equal to 6 + one-half his 
‘character level, rounded down, every Natural Mechanic 
time he attains a new level in tis class. Emergency situations often catch other 
‘characters unprepared, but ENTs have 
Class Skills the skils to cope quickly and effectively 
‘The ENTS class skills are as follows. with any crisis, Starting at 1" level, an 
‘Computer Use (Int), Concentration ENT does not suffer a~4 penalty for 
(Con), Craft (pharmaceutical, Using improvised tools on any Repair 
mechanical, structural) (Int), Drive (Dex), checks, and if he does have the proper 
knowledge (behavioral sciences, earth tools he gains an additional +1 to Repair 
‘and ife sciences, technology) (in), checks 
Profession (Wis), Read/Write Language, 
Repat (Int), Research (Ini), Speak First Action 
Language, Treat injury (ini), ENTs can't hesitate, because death 
waits for no man. By spending 2 action 
‘Skill Points at Each Level: 5+ Int points, a2™level ENT can act as if he 
modifier (2 + int modifier for had refocused his intative on the 
nonhumans). previous round. This can be used at any 
time during combat as a free action 
CLASS FEATURES (including at the start of combat), but 
‘The following features pertain to the ‘can only be used once during any 
ENT advanced class, particular instance of combat. 
Tech Programs Bonus Feats 
‘The ENT is able to create special effects At 2", 6", and 8" level, the ENT gets a 
by running Tech Programs found in the bonus feat. The bonus feat must be 
Utility, Biomedical, and Mechanical ‘selected from the following list, and the 
program lists. An ENT's ability to run ENT must meet all the prerequisites of 
these programs, represented by his the feat to select it 
‘Tech Level, improves with his class Builder, Cautious, Creative, Educated, 
level as shown in the Emergency Nano- Focused, Medical Expert, Renown, 
Tech table following this section. Surface Vehicle Operation, Surgery, 
ENTs also gain bonus Effective Nanite Windfall 
‘Charge (ENC) as they gain Tech levels, 
representing their improved ability trun _—_Lifesaving Influence 
‘Tech Programs, Note that a character's ENTS are valued for their ability to heal 
{otal ENC is a pool consisting of his ‘even the worst of injuries. The 
class ENC bonus, his inteligence ENC knowledge that help is on the way 
bonus, and his equipment ENC bonus. ‘encourages an ENT's alles to hold 
tightly to fife when injured. When a 
‘Acquiring Tech Programs: An ENT character drops below half of his hit 
‘starts the game with 4 unrestricted Level _points within 30 feet ofa friendly ENT at 
1 Tech Programs. After that, he must 4 level or higher, that character gains a 
‘acquire programs by purchasing them +2 morale bonus to Defense. This, 
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bonus will last until that character's hit 


Points are restored to more than half, Machine Resurrection 
Until combat ends, or until the character Normally when a machine is reduced to 
has been reduced to 0 hit points or less. CO hit points itis completely destroyed, 
‘and can be used only for Salvage. 

Creative Repairs However, ifa 10" level ENT can get to a 
When a breach in a space habitat is ‘machine that has been reduced to 0 HP. 
‘spewing atmosphere, time is ofthe Within § minutes, he can begin a single 
‘essence. An 8" level ENT can spend Repair check DC 35 to prevent the 
‘an action point to halve the time ‘machine's total destruction, repairing the 
Fequired for a single Repair check, or he machine by 16 hit points. Ifthe check 
‘can spend an action point to reduce the fails, then the machine is lost but can 
‘wealth DC fora single Repair check by sill be salvaged. 
5. 
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Table 4-3: The Encoder 


Spee Hacker 


‘Table 4-4: Intelligence ENC Bonus (Encoder) 


Encoder 

The Encoder is an expert both in 
robotics and in working with computer 
systems. He is able to build and 
maintain advanced mechanical systems 
‘and artificial inteligence (Al) programs. 
Ina world where such systems are as 
‘common as they are heavily relied upon, 
the Encoder is highly respected and 
often feared. While the Encoder can 
hhack computer systems in the traditional 
way, he also has access to an 
impressive arsenal of Tech Programs 
that ean enhance or damage any 
‘computer-controlled system. Encoders 
are assisted by Tech Drones. Tech 
Drone is an advanced Al program that is 
uploaded into a specially designed robot 
body equipped with advanced sensors, 
‘a small fabricator and an encrypted 
Wireless interface, The Encoder's 
special abilities, aiong with the ever. 
present shadow af his hovering Drane, 
have earned him the nickname “the 
wizard 


REQUIREMENTS 


29 


To qualify to become an Encoder, a 
‘character must full the folowing 
criteria 

‘Skills: Computer Use 6 ranks, Craft 
(electronics) 6 ranks. 

Feat: Educated, 


CLASS INFORMATION 
The folowing information pertains to the 
Encoder advanced class, 


Hit Die 
‘The Encoder gains 106 hit points per 
level. The character's Constitution 
modifier applies. 


‘Action Points 
‘The Encoder gains a number of action 
points equal to 6 + one-half his level 
rounded down, every time he attains a 
new level in the Encoder class. 


Class Skills 

The Encoder's class skills are as follows. 
Computer Use (Int), Concentration 

(Con), Craft (electronic) (im), Craft 
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(mechanical) (Int), Decipher Script (in), 
Drive (Dex), Knowledge (current events, 
‘earth and ife sciences, physical 
‘sciences, technology) (Int), Profession 
(Wis), Readhwete Language, Repait 
(int), Research (in), Speak Language, 
‘reat Injury (Wis). 


‘Skill points at each Level: 5+ int 
Moai 


CLASS FEATURES 
‘The following features pertain to the 
Encoder advanced class. 


Tech Programs 
‘The Encoder is able to create special 
effects by running Tech Programs found 
in the Usliy, Software, and Sensor 
program lists. An Encoders ability to run 
these programs, represented by his 
‘Tech Level, improves with his class 
level as shown in the Encoder table 
following this section. 

Encoders also gain bonus effective 
ante charge (ENC) as they gain Tech 
levels, representing their improved 
ability to run Tech Programs. Note that a 
‘character's total ENC is a pool 
‘consisting f his class ENC bonus, his 
inteligence ENC bonus, and his 
‘equipment ENC bonus. 


Acquiring Tech Programs: An 
Encoder starts the game with 4 
Unrestricted Level i Tech Programs, 
Ater that, he must acquite programs by 
purchasing them (purchase DC = 12 
plus Tech level). Restricted Tech 
Programs are available only on the 
black market, which increases their 
ppurchase DCs by an additonal 2. The 
only other way fora character to gain 
[programs isto find them 


Tech Drone 
‘A Tech Drone is an Al-contralled rabatic 
assistant used by an Encoder to run 
Tech Programs. An Encoder has a 
‘mental bond with his drone, which is 
‘maintained through a neural link 


-30- 


Provided by either a Core implant 
upgrade or a third-party device. 

Because this link is organically 
‘constructed, it does not count as 
‘cybernetic and is not restricted from use 
by Valence characters. It is possible to 
have a mechanical variant ofthe bio- 
neural ink for heroic rabatie characters 
‘or heavily cybernetic characters.) The 
range of the neural links limited t0 100 
feet. Ifa Tech Drone moves beyond this, 
distance fram its Encoder, it will do 
‘everything it can to complete its mission 
‘and mave back within range unless it 
has specific instructions from its 
Encoder to do atherwise. 

Intheory, anyone can build a Tech 
Drone robotic body, but only an Encoder 
‘can write the Al program to make it 
function properly. (For more on Tech 
Drone construction, see Chapter 12: 
Robotics in this guide). Ifa Tech 
Drone's body is destroyed, its owner 
‘can salvage the drone by uying or 
building a new robot body and reloading 
the original Al into it. An Encoder can 
use only one drone at atime. (This 
{does not prevent Encoders from having 
‘as many backup robot bodies as they 
can afford.) Also, some Tech Programs 
involve making a melee or ranged touch 
attack. While the Tech Drone makes this, 
attack it does so with the Encoder's 
base attack bonus because the Encoder 
is direaty controling the Drone. 


Hacks 
‘At2" level, an Encoder becomes a 
master hacker, gaining a +4 bonus to 
‘computer use when attempting to hack 
‘a computer system manually 


Bonus Feats 
‘Av 3,6", and 9" level, the Encoder 
{gels a bonus feat. The bonus feat must 
be selected from the following list, and 
the Encoder must meet all the 
Prerequisites ofthe feat to select it 
Builder, Cautious, Creative, Educated, 
Focused, Gearhead, Meticulous, 
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Renown, Studious, Surface Vehicle ‘Speed Hacker 
‘Operation, Windfall ‘ALB level, an Encoder is able to 

interface with computers much faster 
Robotic Maintenance than other characters can. By spending 
‘Tech Drones can sustain serious ‘an action point, an Encoder can cut the 
‘damage in combat, and the extra time for any individual Computer Use 
practice maintaining their drones gives ‘check dawn to one-fourth the normal 
Encoders an edge when repairing duration. An Encoder cannot take ten or 
robots. When an Encoder reaches 4” ‘twenty when using this ability. 
level, Repair checks on robotic targets 
hhave a +4 competence bonus. ‘Super Autonomy 

‘At 10" level, an Encoder is able to 
‘Structural Upgrade Upgrade his Tech Drone's Al so that it 
‘AtS" level, an Encoder leams how to ‘can function with greater autonomy. 
improve his Tech Drone’s defensive ‘This upgrade gives the Drone/Encoder, 
‘capability; it gains an extra 1d4 hit link effectively infinite communication 
points per 3 Encoder levels in addition range, and allows a Tech Drone to run 
{oits base hit points. Applying this programs with minimal direction from its 
upgrade to a pre-existing drone takes Encoder. During combat, an Encoder 
‘one hour and a mechanical toolkit, ‘can spend one action point during his 
raling each da individually. Every time {umm to have his drone run any of ts 
fan Encoder builds anew Tech Drone he ‘Tech Programs on its own, allowing the 
rolls new bonus hit dice for that Drone. Encoder to take other actions during 


that round (this effectively allows the 
Encoder to run a program as a free 
action). An Encoder can use this abilty 
‘only once per day. 
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Table 4.5: The Enforcer 


a eo 
Enforcer 


When Xavier Thomas organized the 
Valence, he commissioned the Templar 
to act as the protector ofthe species. 
However, Nathaniel delRaines wanted 
‘something more: a group of highly 
‘combat-trained soldiers to enforce the 
Valence Code on Mars and beyond. His 
legacy is the Valence Enforcer. When 
the Valence need a situation cleaned up, 
no one is tougher and more effective 
than the Valence Enforcer. Able to take 
‘on odds that would frighten the most 
‘seasoned veteran, an Enforcer gets the 
job done. 

‘A tremendous amount of mystery 
‘surrounds the Enforcers, even among 
the Valence themselves. An Enforcer is 
‘easily recognized by his traditional black 
long:coat. Armed with a Valence: 
‘Specific dual pistol system known as the 
delRaines, the Enforcers are the mast 
respected and highly trained soldiers of 
the Valence. 


REQUIREMENTS 
‘To qualify to become an Enforcer, a 
‘character must full the following 
criteria: 

‘Species: Valence 

Base Attack Bonus: +3, 


a2 


‘Skill: Sense Motive 4 ranks. 
Feat: Two-Weapon Fighting 


CLASS INFORMATION 
The following information pertains to the 
Enforcer advanced class. 


Hit Die 
The Enforcer gains 148 hit points per 
level. The character's Constitution 
modifier applies. 


‘Action Points 
The Enforcer gains a number of action 
points equal to 6 + one:half his 
‘character level, raunded down, every 
time he attains a new level in this class. 


Class Skills 
‘The Enforcer’s class skils are as follows. 
Balance (Dex), Concentration (Con), 

Gather information (Cha), intimidate 
(Cha), Jump (Sur), Knowledge 
(behavioral sciences, physical sciences, 
streetwise, tactics, theology and 
philosophy) (int), Listen (Wis) 
Profession (Wis) ReadiWrite Language 
Search (Int), Sense Motive (Wis), Speak 
Language, Spot (Wis), Survival (Wis), 
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‘Swim (St), Treat Injury (Wis), Tumble land concealment. At 7 level, an 
©ex), Enforcer gains an extra attack at his 
highest attack bonus while in The Zone. 
‘Skill Points at Each Level: 4+ Int Finally, at 9 evel an Enforcer can 
moar move up to half again his movement 
‘speed. The Zone lasts a number of 
CLASS FEATURES rounds equal to 3 + 1/2 Enforcer level 
‘The following features pertain to the 
Enforcer advanced class. Energy Focus 
‘812 level, an Enforcer becomes so 
‘The Zone ‘adept at controling energy that he adds 
The Zone isa state of concentration that +2 to any DC with weapons causing 
allows an Enforcer to perceive and stun damage or any use of a Valent 
interpret the electrical impulses Surge. 
throughout a person's body; armed with 
this knowledge, he can predict an Bonus Feats 
‘opponent's movements and react to AL 31d, 6th, and Sth level, the Enforcer 
them instantaneously ina fight. In order {gets a bonus feat. The bonus feat must 
to gain bonuses from The Zone, an be selected from the following list, and 
Enforcer must nat be wearing atmor. the Enforcer must meet all the 
The Zone becomes increasingly Prerequisites ofthe feat to select it 
helpful as an Enforcer gains experience, Blind-Fight, Burst Fire, Combat 
allowing him to reach a deeper focus, Expertise, Combat Reflexes, Dead Aim, 
Starting at "level, an Enforcer can Defensive Martial Arts, Dodge, Double 
fenter the Zone as a mave equivalent ‘Tap, Elusive Target, Far Shot, Improved 
action; he must not leave the 5-foot Initative, Improved Two-Weapon 
‘square he occupies at the time he Fighting, Point Blank Shot, Power Attack, 


centers The Zone, 
‘or The Zone will 
‘end before its 
natural duration is 
reached, The 
Zone grants a 1" 
level Enforcer +2 
to Defense vs. all 
ranged attacks, as 
wellas +20 
attacks and 
damage, 

‘AL3# level, an 
Enforcer adds his 
Wisdom modifier 
to his defense and 
does not lose this, 
‘modifier unless he 
is flacfooted. At 
S* level, an 
Enforcer gains the 
abilty to ignore 
half an opponent's 
‘bonuses of cover 
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Precise Shot, Quick Draw, Quick Reload, 2+ the Enforcer's Wisdom modifier. tf 

Weapon Finesse, Weapon Focus. {an Enforcer is using a delRaines pistol, 
‘one Valent Surge will charge both the 

‘Threatening Sphere ranged and the melee part of the 

Ata" level, an Enforcer gains a 10-foot weapon. 

‘threat range with any form of Medium- 

size or smaller ranged weapon. The Trance 

‘Threatening Sphere also allows an AU 10" level, an Enforcer can turn his 

Enforcer to fire a Medium-size or Zone into a Trance, allowing him to 

‘smaller firearm in melee combat without Teach a new stage of concentration for a 

provoking attacks of opportunity bref period of time, Entering The Trance 
is a full round action and uses up ane 

Lasting Surge Zone use for the day. The Trance allows 

vB" level, an Enforcer learns to ‘an Enforcer to attack every opponent 

harness his Valent Surge to a pair of ‘within his threat range, and he may 

melee or ranged weapons, giving them freely switch from melee to ranged 

fan electrical charge. As a standard attacks during The Trance. The Trance 

‘action, an Enforcer can use one Valent lasts for one round. It can be used while 

Surge per day to charge a pair of ‘a Zone is in effect, butt cannot prolong 

ranged or melee weapons, allowing ‘a Zone beyond its maximum duration. 


them to deal an extra 16 electrical 
<damage for a number of rounds equal to 
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‘Table 4-6: The Free Trader 


Free Trader 
From Earth to Mars, from Midpoint to 
the depths of the asteroid belt, Free 
Traders can be found going about their 
daily business of salvage, trade, and 
supply. The Free Traders are a loose 
association of merchants who operate 
throughout the interior solar system, 
They are uncannily successful 
businessmen, using advances in 
fabrication technology to turn a mean 
profit. They master the skils of crafting 
‘and haggling, traveling between cities 
‘and even between worlds to buy and to 
sellin the name of progress, capitalism, 
and personal wealth. Because Free 
Traders spend so much time in space, 
they quickly leam to survive there 
through a combination of quick wits and 
skill behind the controls of any space 
faring vessel 
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REQUIREMENTS 


‘To qualify for the Free Trader advanced 
class, a character must meet the 
following criteria. 

Base Attack Bonus: +2. 

Feat: Starship Operation” 

‘Skills: Bluff 6 ranks, Diplomacy 6 
ranks, 


CLASS INFORMATION 
The following information pertains to the 
Free Trader advanced class. 


Hit Die 
The Free Trader gains 146 hit points per 
level. The character's Constitution 
modifier applies. 


‘Action Points 
The Free Trader gains a number of 
action points equal to 8 + one-half his 
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character level, rounded down, every 
time he attains @ new level in tis class. 


Class Skills 
‘The Free Trader class skills are as 
follows 

Buff (Cha), Computer Use (Int), Craft 
(all) (In), Decipher Script (In) 
Diplomacy (Cha), Disable Device (nt), 
Disguise (Cha), Drive (Dex), Forgery 
(int), Gamble (Cha), Gather information 
(Cha), Knowledge (behavioral sciences, 
business, current events, streetwise, 
technology) (Int), Navigate (In), Pilot 
(ex), Profession (Wis), ReadiWrite 
Language, Repair (In), Research (Int), 
‘Sense Motive (Wis), Speak Language, 
‘and Spot (Wis). 


‘Skill points at each Level: 8 + Int 
modifier (7 + nt modifier for non- 
humans), 


CLASS FEATURES 
‘The following class features pertain to 
the Free Trader advanced class. 


Tech Programs 
‘The Free Trader is able to create 
special effects by running Tech 
Programs found in the Utlity list. A Free 
‘Trader's ability o run these programs, 
represented by his Tech Level, 

improves with his class level as shown 
in the Free Trader table folowing tis 
section, 

Free Traders also gain bonus effective 
nanite charge (ENC) as they gain levels, 
representing their improved ability to run 
‘Tech Programs. Note that a character's 
total ENC is a pool consisting of his 
class ENC bonus, his intaligence ENC 
bonus, and his equipment ENC bonus. 


Acquiring Tech Programs: A Free 
‘Trader starts the game with 4 
Unrestricted Level 1 Tech Programs, 
‘ter that, he must acquite programs by 
purchasing them (purchase DC = 12 
plus Tech level). Restricted Tech 
Programs are available only on the 
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black market, which inereases their 
purchase OCs by an additional +2. The 
‘only other way fora character to gain 
programs is to find them during the 


‘course of the game, 


Hand Me Down 


UL" level, a Free Trader receives a 
hhand.me-down starship from the 
Alliance. A Free Trader might keep this, 
Ship his entre ite, but itis more 
‘common for a Free Trader to hand it 
back in when he acquires a new one. 
Below are the characteristics ofthis 


“starter” ship 


‘ype: Union 
‘subtypes Fat eiuer 
Dice 75520500) 


‘Attack: 
2 fire 
and 


‘Ste Colas (0) 
Tactical Speed: 25008 (7 
Ey 

Weight 1.00 one 
"xorg Systm Bonus: 


Crew iad +2) 
Passenger Capaciy: © 
argo Capacy: 200 os 
Grapple edie: 36 


Restriction: Rested (2), 


ed lasers -2 ranged (948) 


fusion mine (54100) 
‘Attack of Opportunity: None 


5: Mass driver engine, QED 


‘Armor: Polymeric 
Defense Systems: Autopilot system, 
{damage control system (1di0), radiation 

shielding, sensor jammer 


‘Sensor: 


5: Class | sensor array 


‘Communications: Radio transceiver, 


laser ansceiver 


‘Weapons: 2 fire-linked lasers (ange 
incr. 3,000 ft), fusion mine, minelayer 
Grappling Systems: Grapplers. 


Haggle 
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When making a purchase, a Free ESCAPER-class Template (PL 8) 
‘Trader of "level or higher may make a Hit Dice: +1020. 
‘Charisma check (OC 13 + 1 for every 5 Engine Upgrade: Optimized engine 
DC of the object's purchase DC). ithe (adds 1000 feet tothe ship's tactical 
‘succeeds at the check, the purchase DC speed), QED. 
is reduced by 5 (but this cannot reduce Defense System Upgrade: Damage 
the purchase DC below 1). The Free ‘control operates as though the ship 
‘Trader may spend an action point to add ——_were one size category larger (see 
his Free Trader level to the Charisma ‘Chapter 11: Starships in 20 Future). 
check. ‘Sensors Upgrade: Any Computer 
se check made to use a sensor array 
Bonus Feats receives a +4 equipment bonus. 
‘AL3®, 6, and 9" level, the Free Trader 
‘gels a bonus feat. The bonus feat must Cutting Losses 
be selected from the following list, and Discretion isthe better part of valor, and 
the Free Trader must meet all the itis also the better part of profit when 
prerequisites of the feat to select i cargo is at stake, A ship piloted by a 
Aircraft Operation, Attentive, Bulder, Free Trader of 8 level or higher has a 
‘Cautious, Creative, Confident, Educated, +4 defense bonus vs. attacks of 
Focused, Jack of all Trades*, Low ‘opportunity. When fleeing space combat 
Profile, Meticulous, Renown, Spacer, {as when withdrawing or jumping to 
Starship Battle Run*, Starship Dodge* Cruise speed), the Free Trader's ship 
Starship Feint, Starship Gunnery* hhas a +6 defense bonus against all 
Starship Mobiliy*, Starship Strate attacks (this does not stack with the +4 
Studious, Surface Vehicle Operation, \vs. atlacks of opportunity). This feature 
Windfall, Zer0-G Training® stacks with the Starship Mobility feat. 
‘Space Awareness Master Trader 
ALA" level, a Free Trader becomes ‘Av 10" level, a Free Trader gains the 
‘wary of space pirates and claim jumpers. tle "Master Trader’. He earns 1.5 times 
When determining whether a ship is, (Counded down to a whole number) the 
‘aware for a surprise round, a ship with a amount he would normally earn from, 
Free Trader at the controls gets a +4 trades and sales. (For example, a +5 
bonus to the check. ‘Wealth bonus from a transaction would 


become a +7 Wealth bonus.) 
Bring the Worst 

AUS" level, a Free Trader learns to 

‘adapt to any situation. After fling an 

abiliy check, attack rol, saving throw, oF 

‘kil check, a Free Trader ean spend 2 

action points to re-roll the check with a + 

S luck bonus, 


Every Last Bolt 
Aree Trader knows every statistic 
‘about the ship right down tothe 
‘dimensions of the last bolt. At 7" level, a 
Free Trader can apply the Free Trader 
‘hip template Escaper (shown below) to 
any ship he owns. 
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Genomorph 


Soldiers able to adapt to an ever. 
‘changing battlefield are unbeatable, and 
Cy-Gen Genomorphs adapt better than 
any other soldiers in existence. The first 
Cy-Gen soldiers, created by Cyber- 
Tronix from DNA matrices longer than 
those of their human templates, quickly 
began to manifest abilities that were 
neither foreseen nor intended by their 
Creators. With ther high tolerance for 
‘stress and their unnaturally abundant 
‘genetic resources, some Cy.Gens 
discovered that, with practice, they 
‘could express taits normally dormant in 
their DNA. These Genomorphs excel in 
urban combat 


REQUIREMENTS 
‘To qualify forthe Genomorph advanced 
lass, a character must meet the 
following criteria. 

‘Species: Cy-Gen, 

Base Attack Bonus: +3 

Feats: Toughness, improved Damage 
‘Threshold, Utra immune System 


CLASS INFORMATION 
‘The following information pertains to the 
Genomorph advanced class. 


Hit Die 
‘The Genomorph gains 108 hit points per 
level. The character's Constitution 
modifier applies. 


‘Action Points 
The Genomorph gains a number of 
‘action points equal to 6+ one-half his 
‘character level, raunded down, every 
time he attains a new level in this class. 


Class Skills 
The Genomorph's class skills are as 
follows 

Climb (St), Computer Use (In), Craft 
(mechanical, stuctural) (int), Disguise 
(Cha), intimidate (Cha), Jump (St), 
knowiedge (earth and life sciences, 
technology) (Int), Profession (Wis), 
Survival (Wis), Swim (St. 


‘Skill Points at Each Level: 3+ Int 
modifi 


CLASS FEATURES 
‘The following class features pertain to 
the Genomorph advanced class. 


Morphing 
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‘A Genomorph character can ‘morph Every time a Genomorph gains a level 
into an alternate form a limited number in the Genomorph class, he may opt to 
of times per day. When in this alternate ‘exchange ane of his previous non- 
form, the Genomorph manifests specific cosmetic mutations for a different 
mutations found in Chapter 12: mutation. One minor mutation can be 
Mutations in d20 Future, acquiring new ‘exchanged for a different minor mutation, 
mutations as he gains levels. Morphing and two minor mutations can be 
into an alternate form constitutes a ful ‘exchanged for ane major mutation. A 
ound action, and does nat provoke an major mutation can be exchanged for 
attack of opportunity. A Genomorph can —_—either a new major mutation or for two 
morph into his alternate form once per minor mutations. The Genomorph can 
day at 1"level, twice per day at 4" level ‘exchange any number of mutations 
‘and three times per day at 8 level. A when leveling up. Ifa Genomorph gains 
‘Genomorph retains al of his species ‘anew level ina different class, he may 
‘and class abilities while in his alternate ‘spend § action points to exchange his 
form. mutations as though he were gaining a 

‘A Genomorph can maintain his, level inthe Genomorph class. 
alternate form for a number of minutes Morph Stage 4: A 1" level 
‘equal to his Genomorph level plus his ‘Genomorph chooses one minor and one 
Constitution modifier (minimum 1 min). cosmetic mutation for his alternate form 
at the end of this time the Genomorph fom thelist of beneficial mutations. 
‘ill has the ability to morph at least one found in Chapter 12: Mutations in d20 
more time that day, he can expend one Future. Unike his other mutations, his 
Potential morph opportunity to double cosmetic mutations will alvays manifest 
the duration of his alternate form without in his alternate form, and he cannot 
having to spend a full round action. At exchange them for other mutations 
the end of the duration of his alternate while leveling up. 
form, the Genomorph automatically Morph Stage 2: A 3 level 
reverts to his normal form, which takes Genomorph gains a second minor 
‘another full round action, At the end of ‘mutation for his altemate form, 
this fll round action the Genomorph Morph Stage 3: A 8" level 
becomes fatigued for a length of time Genomorph gains is frst major 
‘equal tothe length of ume he spent in ‘mutation for his altemate form, although 
his alternate form. The Genomorph hhe may opt to take two minor mutations 
‘must wait until this fatigue wears off instead. 
before he can morph again. He can Morph Stage 4: A 7" level 
‘spend one action point to decrease his, Genomorph gains a third minor mutation 
fatigue duration by one minute for his alternate form. 

‘As a Genomorph gains levels, he Morph Stage 5: A 9" level 
achieves new "Morph Stages’, allowing ‘Genomorph gains his second major 
him to manifest more mutations while in ‘mutation for his altemate form, although 
his alternate form. A Genomorph's hhe may opt to take two minor mutations 
alternate form can manifest any or all of instead. 
its mutations, with the exception ofits 
‘cosmetic mutations, which always Darkvison 
manifest after morphing. These ‘At2" level, a Genomorph gains 
‘cosmetic mutations are a side effect of {arkvision out to a range of 60 feet. If 
morphing, and are a detriment to the he has already acquired darkvision from 
‘extent that they are a visual cue to ‘another source (such as through gene 
‘others that the Genomorph has entered therapy or as a normal mutation) his 
his alternate form. {darkvision extends out to a range of 80 
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feet. If a Genomorph chooses the Planetary Adaptation’, Power Attack, 
<darkvision mutation as one af his morph Run, Street Fighting, Sunder, 
mutations, his darkvision range is ‘Toughness, Two-Weapon Fighting, Ura 
increased by 20 feet. Immune System* 
Bonus Feats Harmonic Morph 
‘813%, 6", and 9" level, the Genomorph ‘At 10" level, a Genomorph becomes so 
{gets a bonus feat. it must be selected in tune with his alternate form that he 
‘rom the following list, and the ‘can morph at will and remain in his 
‘Genomorph must meet all the alternate form indefinitely. When a 
prerequisites of the feat to select harmonic morph ends, the Genomorph 

‘Acrobatic, Action Boost, Athletic, no longer feels the effects of fatigue. 
Blind-Fight, Brawl, Cleave, Cybertaker*, ‘The Genomorph can choose not to 
‘Combat Reflexes, Endurance, Frightul manifest his cosmetic mutations while in 
Presence, Great Cleave, Great Fortitude, harmonic morph, and can also 
Improved Brawi, Improved Bull Rush, ‘activate or deactivate any of his 
Improved Knockout Punch, Improved mutations as a free action while 
“Two:Weapon Fighting, Knockout Punch, morphed. 
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‘Table 4.9: The Huntsman 


(ame bale 


Huntsman 
Huntsmen are notorious for being able 
to track virally anything, from the most 
{dangerous animal to the most evasive 
human. This talent has caused more 
than one to be hired as a bounty hunter 
In addition to possessing unsurpassed 
skill with archaic weapons and an 
incredible abilty to withstand massive 
injury, the Huntsman is well suited to 
‘survive even the harshest of 
‘environments, itis the love of the hunt 
Which draws these members of an 
‘otherwise secluded people into 
mankind's domain 


REQUIREMENTS 
‘To qualify to become a Huntsman, a 
‘character must full the folowing 
criteria 

‘Species: Nomad. 

Base Attack Bonus: +2. 

‘Skills: Hide § ranks, Move Silent 5 
ranks, Survival 8 ranks, 

Feat: Track. 


CLASS INFORMATION 
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Nowhere He ame cy). Back 


ewe to ke pla, 


‘The following information pertains to the 
Huntsman advanced class, 


Hit Die 
‘The Huntsman gains 1d12 hit points per 
level. The character's Constitution 
modifier applies. 


‘Action Points 
The Huntsman gains a number of action 
points equal to 6 + one-half his 
‘character level, unded down, every 
time he attains a new level in tis class. 


Class skills 
The Huntsman's class skils are as 
follows 

Climb (Str), Gather information (Cha), 
Hide (Dex), Inimidate (Cha), Jump (St), 
Listen (Wis), Move Silently (Dex), 
Search (Int), Sense Motive (Wis), Spot 
(Wis), Survival (Wis), Swim (St) 


‘Skill Points at Each Level: 2+ Int 
moar 
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CLASS FEATURES 
‘The following features pertain to the 
Huntsman advanced class, 


Lifesense 
Starting at 1" level, a Huntsman is. 
‘aware of lving creatures within a cone- 
‘shaped region reaching up to 60 feet, 
fom the Huntsman, the vertex of which 
is the Huntsman and the location of 
‘which is determined by the direction in 
Which the Huntsman is looking. This 
detection oflfe,orlifesense, is a 
Standard action for a Huntsman, and the 
‘amount of information a Huntsman can 
determine depends on how long the 
Huntsman focuses on a particular area, 
Within one round, a Huntsman can 
detect the presence or absence of living 
creatures. 

‘ter the second consecutive round, a 
Huntsman can determine the number of 
living creatures in the area, as well as 
the strength and location ofthe ie force 
closest to the Huntsman. If the life force 
is strong (see below) and the HD or 
level ofthe source of the if-force is at 
least twice the Huntsman’s total 
‘character level, the Huntsman is dazed 
for one round, ending the effect of his 
ifesense. It may be started again after 
the dazed effect ends, but atthe first 
level of focus. Ifaliving creature 
detected with Iifesense dazed the 
huntsman this way, and itis within the 
Huntsman’s line of sight, a Huntsman 
may choose to exclude it from further 
uses of Iifesense in that area, 

Each round af concentration after the 
‘second reveals the strength and location 
of the next closest lif-force, up to a 
maximum number of rounds of 
concentration equal tothe number of 
living creatures in the area. Ifa living 
‘reatureis outside the Huntsman’s line 
fof sight, then the Huntsman discerns its 
direction but not its exact location. For 
the purposes of this power, a living 
Creature is any creature with inteligence 
fof atleast 1 and not ofthe construct, 
‘elemental, ooze, or undead types. 


Seid es negli 2m on 


y, 
‘At 1 level, a Huntsman can choose as 
his prey a target whose location and lfe- 
force strength have been determined 
through the use of lfesense. A 
‘Huntsman may designate only a tving 
Creature witha life-force rating of tough 
‘or lower as prey, and can do so as a 
fee action. A Huntsman may have only 
‘one designated prey at atime, and may 
‘not choose a new prey unti his current 
prey is dead (ether atthe hand of the 
‘Huntsman or by any other means). 
‘Once prey is chosen, a Huntsman 
receives a combat advantage against 
the prey. A Huntsman of 1" level or 
higher receives a +1 bonus on attack 
ralls against the chosen prey. This 
bonus increases by 1 for every odd 
numbered character level after 1 level 
(+2 at 3" level, +2 at 8" level, and so 
on), 

‘A Huntsman does not choose prey 
lightly, as he must follow through with its 
destruction no matter the circumstances. 
Under normal circumstances, there is no 
way a Huntsman can choose new prey 
unless the previously selected prey is. 
‘dead, & Huntsman has supematural 
awareness of his prey and knows the 
instant itis dead, regartless of distance 
“a Huntsman can detect the death of, 
his prey even from another planet. Hit 
becomes impossible for a Huntsman to 
Kil his prey, the GM may allow the 
Huntsman to choose new prey, but only 
after the Huntsman has received 
forgiveness from the leader of his 
brotherhood faction. This forgiveness 
{does not come easily: a Huntsman must 
prove he is worthy of his ile. itis up to 
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the GM to determine the details of a 
Huntsman’s atonement. 


‘Sneak Attack 


‘The Huntsman gains the Sneak Attack 
abilty at 1 level i he does not have it 
already. Whenever an opponent is 
denied his dexterity bonus to defense or 
flanked by the Huntsman, the Huntsman 
‘gains a bonus. The bonus is +106 
‘damage with his attack intially, but this 
bonus rises to +2d6 at S" level and 
++3d6 at 9” level. if the Huntsman 
already has the Sneak Attack abiity 
from another class, the damage 
bonuses stack. 


Nowhere to Run 
‘At 2" level, a Huntsman in pursuit of his 
‘chosen prey moves at the same land 
‘speed as his prey ifthe prey's speed is 
higher than the Huntsman’s. if the prey 
has a fly, burrow, climb, or swim speed, 
the Huntsman can match that as well, 
but only with his land speed, The 
Huntsman does not gain any of these 
modes of movement — just the abilty to 
keep up with the prey. However, ifthe 
Huntsman has an alternate form of 
natural movement, the speed of that 
form of mavement benefits from 
Nowhere to Run as well. A Huntsman 
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‘cannot match the speed of a horse his 
prey is riding, or the speed of a 
‘Spaceship carrying his prey, or the 
‘speed of any other vehicle in which his 
prey may be traveling. A Huntsman can 
match only the speed ofthe natural 
movement of his prey. Ifthe Huntsman 
‘can fy, his maneuverablity does not 
change. 


No Pain 
‘At 2" level, a Huntsman gains a +4 
bonus to massive damage saves. 


Menacing Aura 
‘A determined Huntsman in pursuit of is 
prey isa frightening thing to behold. 
During every round in which a 
Huntsman of 2" level or higher has ine 
of sight this prey, all hostile creatures 
Within 20 feet of the Huntsman must 
make a Will save (DCi0 + half the 
Huntsman’s levels inthis class + the 
Huntsman’s Cha mod) or take -2 on 
attacks, AC, and saves for 24 hours or 
nti they've successfully damaged the 
Huntsman. The prey receives a -2 
circumstance penalty to this save. 


Bonus Feat 
AU 3rd, 6th, and 9th level, the Huntsman 
{gets a bonus feat. The bonus feat must 
be selected from the following list, and 
the Huntsman must meet all the 
Prerequisites ofthe feat to select it 

‘Action Boost", Advanced Combat 
Martial Arts, Advanced Two:Weapon 
Fighting, Animal Affinity, Armor 
Proficiency (ight), Athletic, Blind-Fight, 
Baw, Cleave, Combat Expertise, 
‘Combat Martial Arts, Combat Reflexes, 
Endurance, Frightful Presence, Great 
‘Cleave, Improved Braw/, Improved Bul 
Rush, Improved Combat Marial Ans, 
Improved Combat Throw, Improved 
Disarm, Improved Knockout Punch, 
Improved Trip, Improved Two-Weapon 
Fighting, Knockout Punch, Mobility, 
Power Attack, Run, Spring Attack, 
Strafe, Street Fighting, Sunder, 
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‘Toughness, Two-Weapon Fighting, Ura 
Immune System*, Urban Tracking” 


Back from the Dead 
Starting at 3" level, a Huntsman 
recovers quickly. When the Huntsman is 
reduced to negative hit points and 
‘becomes unconscious, he can spend 
three action points to activate Back from 
the Dead. Upon activation, he regains 1 
hit point per round unt all damage is, 
restored, The Huntsman remains 
Unconscious unti he is back to 
‘maximum hit points. During this time the 
‘Huntsman is forall intents and purposes 
dead, and does not need ta breathe, 
‘The Huntsman appears dead to anyone 
who hasn’ examined him closely and 
‘made a successful Treat injury check 
DC 20. Once the Huntsman gains this 
abiliy, he can no longer regain hit points 
{rom biomedical Tech Programs 
{although he can still receive the 
benefits from Tech Programs that 
restore level, ability drain, or special 
conditions); however, the Huntsman 
retains the ability to heal naturally and 
through use of the Treat Injury skil 
Starting at $* level, the Huntsman 
regains 2 hit points per round while 
using this ably; at 7” level, he regains 
3 hit points per round; and at 9" level, 
he regains 4 hit points per round. 
Starting at $" level, the Huntsman can 
‘make a Will save (DC 20) while he is 
regaining hit points to awaken before 
reaching maximum hit points. Ifthe save 
fails, the Huntsman wakes up when he 
reaches maximum hit points. This Will 
save is a standard action and can be 
attempted only once per use of Back 
From the Dead, fthe Huntsman can 
remain conscious with negative hit 
points, ether because ofa class ability 
fr through other means, he can choose 
to become unconscious as a free action 
fon his turn if he wishes to take 
advantage of his Back From the Dead 
ability 


Close the Gap 
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‘8.4 level Huntsman in pursuit of his 
Chosen prey moves at a land speed 5 
feet faster than that of his prey. Ifthe 
prey has a fly, burrow, climb, or swim 
‘speed, the Huntsman can move 5 feet 
faster than that as well, but only with his 
land speed. The Huntsman does not 
{gain any of these modes of movement — 
Just the ability to keep up with the prey. 
However, i the Huntsman has an 
alternate form of natural maverent, the 
‘speed ofthat form of movement benefits 
{om Close the Gap as well.A 
Huntsman cannot move faster than the 
‘speed of a horse his prey is riding, or 
the speed of a spaceship carrying his 
prey, oF the speed af any other vehicle 
in which his prey may be traveling 
‘Close the Gap allows a Huntsman to 
move only § feet faster than the speed 
‘of the natural movement of his prey. If 
the Huntsman can fly, his, 
maneuverability does not change. 


Nowhere to Hide 
This ability allows the Huntsman to 
locate his prey and only his prey with 
‘supernatural accuracy. The Huntsman 
takes a full round action to slowly turn in 
place and sense when he is facing in 
the direction of his prey. He also knows 
the direction, if any, in which the prey is 
moving. Running water blocks this 
ability 

‘At4 level, a Huntsman can detect 
prey only within a single building or 
bullding-sized area. At 7" level a 
‘Huntsman can detect prey within the 
same city or city-sized area, At 10° level, 
‘a Huntsman can detect his prey as long 
as they are bath in the same galaxy. For 
‘a Huntsman at 10" level or higher, 
Nowhere to Hide is no longer blocked by 
running water. 


Hide in Plain Sight 
‘A Huntsman at 6" level or higher can 
use the Hide skill even while being 
‘observed. As long as he is within 10 feet 
‘of any sort of shadow, a Huntsman can 
hide himself from view in the open. He 
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cannot, however, hide in his own Damage Reduction 
shadow. ‘Av 10" level, a Huntsman is so focused 
‘on his prey that he practically ignores 
Unobstructed Pursuit attacks from others, and gains damage 
‘At! level, a Huntsman gains the abiity reduction 10/prey. The first 10 points of 
to bypass barriers and obstacles that {damage dealt to a Huntsman from any 
‘would normally keep him from his prey ‘creature other than his prey is instanty 
For up o 5 rounds per day, the healed. Attacks from the prey, whether 
Huntsman adds 10 to his Strength for made with natural or manufactured 
breaking down doors and barriers or weapons, deal normal damage. The 
{damaging inanimate objects. Huntsman must have a chosen prey and 


have line of sight to the prey for the 
{damage reduction to be in effec. 
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‘Table 4-10: The Myrmidon 


224 50min) a ey 
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For millennia, humans worked to 
‘develop weapons advanced enough to 
allow them to wage war while remaining 
‘apart from the horrors of war. AS 
‘weapons became smarter, so did 
defense systems. By the time of the 
Martian Revolution war had come full 
Circle, with many battles being decided 
by armored soldiers fighting face to face 
‘and shoulder to shoulder. 

Intoday's conflicts, specialy-rained 
mercenaries known as Myrmidons don 
highly advanced powered armor and 
march to war. The Myrmidons, ike the 
Soldiers of Achiles in the Trojan War, 
are elt fighters: walking tanks doling 
‘out untold damage and destruction, 
When the military of a nation at war 
cannot succeed on its own, itis not 
uncommon for the government of that 
nation to turn to the Overlord Mercenary 
Guild, who wall provide a contingent of 
Myrmidons to ald in the war effort... for 
ahetty fee. 


REQUIREMENTS 
‘To qualify to become a Myrmidon, a 
‘character must full the following 
criteria 
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Base Attack Bonus: +3 
‘Skill: Knowiedge (tactics) 8 ranks, 
Repair 6 ranks. 
Feats: Armor Proficiency (powered)*, 
‘Archaic Weapons Proficiency. 


CLASS INFORMATION 
‘The following information pertains to the 
Myrmidon advanced class. 


Hit Die 
The Myrmidon gains 1410 hit points per 
level. The character's Constitution 
modifier applies. 


‘Action Points 
‘The Myrmidon gains a number of action 
points equal to 6 + one-half his 
‘character level, rounded down, every 
time he attains a new level in tis class. 


Class Skills 
‘The Myrmidon's class skils are as 
follows 

Climb (Str), Demolitions (Int), 
Intiidate (Cha), Jump (St), Profession 
(Wis), Survival (Wis), Swim (St). 


‘Skill Points at Each Level: 
modifier 


a+int 
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CLASS FEATURES 
‘The following class features pertain to 
the Mytidon advanced class. 


‘Second Skin 
AL" level, a Myrmidon is so used 10 
‘wearing his advanced powered armor 
that it becomes his second skin. When 
wearing advanced and regular powered 
armor, the associated speed penalty is 
reduced by up to 10 feet and Armor 
penalties are reduced by 5. 


stability 
‘At 1 level, a Myrmidon learns to 
Control his advanced powered armor 
to obtain the mast stability during 
combat. A Myrmidon gains a +4 on 
abilty checks made to resist being 
bull rushed or tripped when standing 
‘on the ground, 


Combat Trained 
‘Sarting at 2" level, a Myrmidon can 
‘switch his focus from offense to 
defense, of vice versa, as a free 
action. Combat Trained gives a +1 
class bonus that can be assigned to 
attack, damage, or defense each 
round. The Myrmidon must declare 
this focus at the start of his turnin 
‘order to benefit from it 

‘AtS" level, the bonus from 
‘Combat Trained increases to +2, 
and at 8" level, the Bonus increases 
1043, 


Bonus Feats 
13,6", and 9" level, the 
Myrmidon gets a bonus feat. The 
bonus feat must be selected from 
the following lst, and the Myrmidon 
must meet all the prerequisites of the 
feat to select it 

‘Action Boost", Advanced Combat 
Martial Arts, Advanced Firearms 
Proficiency, Advanced Two-Weapon 
Fighting, Armor Proficiency (heavy), 
Athletic, Braw, Burst Fire, Cleave, 
‘Combat Expertise, Combat Martial 


‘Ants, Combat Reflexes, Endurance, 
Frightful Presence, Great Cleave, 
Improved Brawl, Improved Bull Rush, 
Improved Combat Martial Arts, 

Improved Combat Throw, Improved 
Disarm, Improved Knockout Punch, 
Improved Trip, mproved Two:Weapon 
Fighting, Knockout Punch, Mobily, 
Power Attack, Run, Spring Attack, 
Strafe, Streetighting, Sunder, 
TToughiness, Two-Weapon Fighting, Ura 
Immune System’ 
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‘Skills: Speak Language (either the 


‘Attunement {action's base language or the owner's 
‘A Myrmidon becomes so attuned to his, ‘species language + 3 others), Computer 
powered armor that his senses become Use (10), Decipher Script (5), 
heightened while wearing i. At 4” level, Knowledge (history 10, tactics 10, plus 
‘a Myrmidon gains a +2 class bonus to 410 ranks in one additional chosen 
all Listen, Search, and Spot checks. knowledge stil); Listen, Search, and 
Spot are each 5 + any powered armor 
‘Sure Shot ‘equipment bonuses. 
‘At 4" level, a Myrmidon can make ‘Special Abilities: A Sentient can take 
‘almost any altack successful while in his one standard or move equivalent action 
Powered armor. By spending 2 action per round that does not involve 
points as a standard action, a Myrmidon controling its Myrmidon’s body. This 
‘can add his level in his class to an ‘can range from making a skill check to 
attack rll activating a Core implant ability to which 
ithas access. A Sentient can also use 
Powered Evasion ‘any equipment on the powered armor 
‘At7" level, a Myrmidon gains Evasion that does not require the use of the 
‘while in his powered armor. Powered Myrmidon’s body, ranging fram sensors 
Evasion grants the same benefit to to nanotechnological gear. A Sentient 
reflex saves granted by the Evasion can always take 10 on skill checks using 
Fast hero talent described in Chapter 1: its own skills or any skills equipped in 
‘Characters of the 020 Modern the powered armor. A Sentient can 
Roleplaying Game. Unlike the Fast here, _assistits Myrmidan by making Aid 
who ean use his Evasion talent only ‘Another checks for any int, Wis-, or 
\whien wearing light armor or no armor, ‘Cha-based skil 
the Mytmidon can use this ability ony ‘Auto Pilot: & Sentient can control its 
\when wearing powered armor. host body ifthe Myrmidon is 
tunconscious or dying (but not if the 
‘The Sentient Myrmidon is dead). Since a Sentient is 
‘8.10 level Myrmidon is given anew Al directly connected to its Myrmidon, it 
‘Core called a Sentient. Mast Sentients ‘can operate at effectively half the 
‘are named by their owners and behave Myrmidon’s total level, but has access to 
land sound as though they are ofthe only its physical stats, saves, and feats 
‘gender opposite that of their host Equipment: A Sentient can be 
Myrmidon. The Sentient's first ‘equipped with any Core implant 
allegiance is to the faction or company Upgrades, and any such devices that 
‘that installed it; otherwise it is are installed on a Myrmidon’s previous 
‘completely devoted to its host. A ‘Core are reinstalled on its Sentient 
Sentient has the folowing stats: Int 19, when the Myrmidon acquires i 
Wis 10, Cha 15. 
48- 
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‘Table 4-11: The Templar 
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‘The Templar isthe core of the Valence 
force. Next to the Valence Enforcer, the 
Valence Templar is one of the most 
‘enigmatic warriors in all of space. 
‘Always clad inthe white and blue armor 
fof the Sanctuary, the Templar is tasked 
with the protection ofthe entire Valence 
people 

‘When the Martian Revolution broke 
‘out, the Valence were reluctant to take 
sides, but when Rangers from the 
Terran Alliance massacred the people of 
Lohse, the Valence Council sent the 
Templar against tne Aliance. For 
months the Templar were nothing more 
than rumor tothe Aliance — grim and 
incredible stories of phantoms more 
<deadly than any human soldier could be. 
Iwas not unt patrol of fity Rangers 
met with a band of four Templar that the 
‘stories were found to be true: only one 
Ranger survived to tell the tale tothe 
Aliance. 

‘A Templar's abiity to fire a bolt of bio: 
electrical energy sets him apart from 
‘any other solder. This abilty has 
‘caused a great fear of the Templar, 
‘even among the colonists they have 
protected. 
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REQUIREMENTS 
‘To qualify to become a Templar, a 
‘character must full the following 
criteria 

‘Species: Valence. 

Base Attack Bonus: +2. 

‘Skills: Knowledge (tactics) 4 ranks, 
knowledge (theology and philosophy) 4 
ranks, 

Feat: Improved Valent Surge. 


CLASS INFORMATION 
The following information pertains to the 
Templar advanced class. 


Hit die 
The Templar gains 1010 hit points per 
level. The character's Constitution 
modifier applies. 


‘Action Points 
‘The Templar gains a number of action 
points equal to 6 + one-half his 
‘character level, rounded down, every 
time he attains a new level in tis class. 


Class Skills 
‘The Templars class skils are as folows. 
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Balance (Dex), Climb (St), Computer ‘At 2" level, a Templar gains the ability 
Use (int), Intimidate (Cha), Jump (St), to sense electrical currents and 
Knowledge (current events, history, electromagnetic fields from both 
Martian ecology. tactics) (Int), Listen biological and non-biological sources. 
(Wis), Profession (Wis), ReadiWrite This ability grants a +2 competence 
Language, Repair (It), Search (Int), bonus to Spot, Listen, and Search 
Speak Language, Spot (Wis), Survival checks, as long as the subject of the 
(Wis), Tumble (Des). ‘check has a nervous system or similar 


electrical structure. 
‘Skill Points at Each Level: 2+ Int 


modifier Ever Charged 
‘Any metal-based melee weapon can be 
CLASS FEATURES. attuned to a Templa's bio-electrcal 
‘The following features pertain to the ‘current when the Templar is 2 level or 
‘Templar advanced class. higher. This causes the weapon to inflict 


‘an additional 1d6 electrical damage 
upon dealing damage. A Templar must 
take 1 day with the weapon he wishes to 


(powered) feat for free at 1" level, and attune and spend 500 experience points 

does not need to meet any prerequisites _—_10 properly altune the object. A weapon 

other than being a member of the attuned to a Templar in this way 

‘Templar advanced class. Note that functions only in the hands of that 

Valence characters cannot have Core ‘Templar, and only when he isin his 

Implants, so a Templar cannot use Sanctuary powered armor 

powered armor that requires a Core with 

Extemal Interface Core Technology Bonus Feats 

(EICT). However, Valence characters ‘At3", 6, and 9" levels, the Templar 

fare the only characters that can use ‘gels & bonus feat. The bonus feat must 

‘Sanctuary powered armor and other be selected from the following list, and 

Valence-specific equipment the Templar must meet all the 
Prerequisites forthe feat to select it 

Valent Strike ‘Alertness, Archaic Weapons 

‘At 1" level, a Templar can expend one Proficiency, Athletic, Amor Proficiency 

of his Valent Surges for the day as a full (ight, medium, or heavy), Blind-Fight, 

round action to charge up his Sanctuary Baw, Cleave, Combat Expertise, 

powered armor, giving it 10 shots of ‘Combat Martial Arts, Combat Reflexes, 

Valent Strike. The use of a Valent Defensive Maral Arts, Dodge, Exotic 

‘Strike is a standard action and the Melee Weapons Proficiency, Frightful 

‘Templar must make a ranged touch Presence, Great Cleave, Heroic Surge, 

attack on a target within 60 feet to use Improved Initiative, Lightning Reflexes, 

the Stike. On a successful hit, a Valent Power Attack, Spring Attack, Weapon, 

‘Strike deals 246 points of Finesse. 

Sonic/concussive damage and ignores a 

target's hardness. All charges last until Improved Valent Strike 

expended, but the Sanctuary powered ‘The Valent Strike of a 4 level Templar 

larmar can hold no mare shots of Valent increases to 3d8 points of damage on a 

‘Strike than 10 x Templar level successful hi. 

Electromagnetic Sensory Perception Pattern Recognition 

(eMsP) ALS" level, a Templar's EMSP ability 


becomes more fine-tuned, allowing him 
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to ead stored computer data directly by 


‘observing the electrical patemns in the EMSP Empathy 
data storage device. Ifthe Templar is ‘ALB level, a Templar's EMSP ability 
using an active computer interface, this improves tothe extent that he can 
{grants a +2 competence bonus to any discern electrical patterns inthe minds 
‘Computer Use checks. ifthe Templar is, ‘of sentient beings, giving him an Insight 
attempting to read data on an inactive bonus when dealing with other 
‘computer storage device (such as a characters. By using EMSP Empathy, 
‘computer disk) he can only attempt to the Templar gains a +2 bonus to the 
read it, with a Computer Use check at a following skis as long as the target is 
“5 penalty. ‘within 40 feet: Bluff, Diplomacy, Gather 
Information, Gamble, Investigate, and 
Extra Valent Surge Sense Motive 
‘A Templar of 5" level or higher can 
perform Valent Surge twice per day. A ‘Sanctuary 
‘Templar of 10" level or higher can use ‘AL10" level, a Templar can expend one 
Valent Surge three times per day. Valent Surge to surround himself in an 
‘energy shield; this sanctuary, after 
Multi Strike which his armor was named, grants the 
At7" level, a Templar can direct a ‘Templar 50 temporary hit points and a 
Valent Strike at each of 2 separate +4 deflection bonus to defense until all 
targets (which must be no more than 20. of the temporary hit points are used up. 
{eet apart), or directa double swke at a This energy shield is visible only to other 
single target. To use Muli Strike, a Valence characters, and does nat 
‘Templar makes a ranged touch attack impede the Templar in any way. 


for each strike at his highest attack roll 
with a -4 penalty to each. 
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Chapter 5: New Weapons 


In addition tothe weapons found in the Restrictions: Simple and Archaic 
«20 Medern Roleplaying Game and 20. weapons that dea slashing andlor 
Future, the Dark Horizons universe piercing damage (see Chapter 4 
offers weapons specific to this setting Equipment in the 420 Modem 

Roleplaying Game for ist of these 
Weapon Gadgets weapons). 
For information about the gadget system, Purchase DC Modifier: +3, 
‘see Chapter 3: Gear in d20 Mode. 

Vector Weapons (PL 6) 
Ccrysanium Weapons (PL 6) Vector weapons are melee weapons of 
during high-energy colisions among vectored thruster to add extra damage 
large objects such as asteroids, to attacks (at the cost of decreased 
reece ard couesh as ta accuracy). A character proficient inthe 
‘discovered in small quantities on the base weapon can use the Power Attack 
moon, and later in higher concentrations feat when attacking with a vector 
‘on Mars and around the Asteroid Bel, weapon. Weapons that have a vector 
‘Crysanium is composed mainly of iron ‘system built into them cannot be energy 
land nickel that has been forced into a ‘weapons or have complicated pans 
‘deformed crystaline structure by the {Such as high-frequency blades), but 
heat and pressure of impact. t can be they can be crysanium weapons. Vector 
‘shaped either by chipping (ike flint or ‘weapons are almost exclusively archaic 
volcanic glass) or by carving with a ‘weapons built with advanced 
precision laser. Crysanium is both manufacturing and metallurgy 
‘extraordinarily hard and resiient enough _‘technology. A rod of solid chemical 
tomaintain an atomically fine edge for a _—propellant, housed in the weapon hit, 
‘seemingly infinite time-span; this unique _‘wels the weapon's thruster. This fuel 
‘combination of qualities gives weapons ‘od wil last or 50 power attacks, and 
rede fore caysansim atvenesere must be replaced after that ime. A 
abiity to penetrate other materials. character using a vector weapon can 
Saskingland piercing weapons made ot hse f not fire its tvuster and attack 
‘erysanium ignore hardiness up to 25 formally. 
‘hen sunerinp weepone tr stacking Restrictions: Non-energized melee 
Chea: Moct tte cyveniummnespens weapons of Medium size or larger (see 
in existence are patterned after archaic ‘Chapter 4: Equipment in the 020 
‘weapons, including melee weapons ‘Modern Roleplaying Game for alist of 
‘such as swords and axes and ranged these weapons) 
weapons such as bows and throwng Purchase DC Modifier: +2 
knives. Blunt weapons can be made of 
‘rysanium, but they do not gain the Melee Weapons 
hardness penetrating abies of 
slashing and piercing weapons. ‘Simple Melee Weapons 
CCeysanium weapons typically have ‘The Simple Weapons Proicency feats 
‘qualities equal to or beter than their required to use any of these weapons 
‘archaic counterparts, and have ut the 4 nonproficient pen. 
purchase DCs equal to 3 more than ee eee nee oe 
those ofthe non-crysanium versions. Battle Prod (PL 6) 
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Security forces often use this weapon ‘spike hammer is less effective for 
for crowd contol. thas two modes, characters who can make multiple 
‘extended and collapsed. When attacks per round. 

collapsed, it can be used either as a ‘The spike hammer was one of the 
‘lub to deal 106 bludgeoning damage, ‘eatiest weapons made of crysanium to 
‘as a cattle prod to deal 108 electical ‘combat power-armared troops, and was 
‘damage. When extended, it can be designed to finish off soldiers in disabled 
‘wielded as a staf double weapon, with ‘armor. A character in powered armor 
‘one end dealing the electrical damage whois attacked with a spike hammer 
and the other dealing bludgeoning must succeed at a Reflex save DC 15, 
‘damage. Either end can be the primary fr the attack completely bypasses the 
weapon. ‘armor and deals damage directly to the 


‘character inside. 
Crysanium Boot Knife (PL 6) 


‘The crysanium boot knife is favored by Archaic Melee Weapons 

those who live on space stations and by The Archaic Weapons Proficiency feat is 

soldiers serving tours of duty on long required to use any of these weapons 

range starships. Balanced for throwing, Without the «4 nonprofcient penalty 

itis Safer to use as a ranged weapon in 

‘a pressurized environment than most Ccrysanium Throwing Axe (PL 6) 

firearms, while retaining amazing This axe is effective as either a melee or 

hardness-penetrating qualities because a throwing weapon. These axes are 

ofits crysanium construction ‘generally used by Nomads to defend 
their communities trom raiders who use 

Plasma Torch (PL7) heavy armor. 

‘When deactivated, this weapon 

resembles the hil of a bulky knife or Infantry Powersaw (PL 6) 

short sword. When the torch is activated, This weapon resembles a two-handed 

‘2.10:inch et of whte-hot plasma springs sword, with a chainsaw blade 

{om the hit, ke a short blade offre. ‘approximately two feet long in place of a 

‘These weapons were originally made as__much longer steel blade. The infantry 

cutting tools, but were pressed into owersaw was one of the eariest melee 

‘combat So oiten that most models are weapons designed for use by power. 

now designed specifically for fighting. armored troops prior tothe discovery of 
‘significant crysanium deposits on Mars 

‘spike Hammer (PL 6) land the Asteroid Belt. The powersaws 

‘When crysanium was frst discovered ‘design makes it easier to use than a 

{during lunar mining operations its supply _—_regular chainsaw, so a character must 

‘was limited, so this weapon was have the archaic weapons proficiency 

designed to make the most of a small {eat instead ofthe exotic weapons 

amount of the material, proficiency feat to wild it. A character 

‘When not in use, the spike hammer ‘wielding an infantry powersaw who is 

appears to be a plain titanium cylinder proficient in its use gains the Cleave feat 

‘strapped to the wielder's forearm. When for ee. 

the hammer is used for attack, a 

balistc-grade spring causes a S-inch ‘Nomadic Huntspear (PL 6) 

‘rysanium spike to thrust from the ‘Commonly used by Nomad Huntsmen, 

‘ylinder with enough force to penetrate the Nomadio Huntspear is a crysanium- 

‘even the heaviest powered armor. After tipped broad spear. The massive 

feach attack, the spike must be retracted —_ strength of the Nomads who wield these 

{as a move equivalent action, so the weapons, combined with the penetrating 
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properties ofthe crysanium point, laser incisions do not heal properly, 

makes the Nomadic Huntspear lethal to ‘causing severe blood loss. This weapon 

‘any target, with or without armor has the wounding property, dealing one 
Point of Constitution damage (due to 

‘Thermal Pike (PL 6) blood loss) on a successful hit. Critical 

Martian rebels were the frst to use this hits do not mutiply this damage, and 

weapon, which allowed them to strike at _—_—targets that are immune to critical hits or 

the Colonial Governor's Rangers from ‘imply do not have Constitution scores. 

‘outside the Rangers’ melee range are not vulnerable to ths effect. 

Despite this advantage, rebels who went 

toe-to-toe withthe elite Rangers Bio-annihilator (PL 7) 

suffered a high fataliy rate. This isa ‘This bully pistol fies a glob of liquid that 

reach weapon, allowing the wielder to is highly caustic to organic compounds, 

attack targets at a range of 10 feet. but leaves non-organic molecules intact. 

‘Sawed-off variants of this weapon are ‘The liquid is actually a medium to 

less conspicuous but deal only 1410 deliver bilions of microbes that ingest 

damage, living matter by secreting a powerful 
digestive acid, This weapon deals no 

Vector Mace (PL 6) ‘damage to inorganic targets, and is 

‘This modified archaic weapon has a often used by starship boarding parties 

thruster built into its head, increasing the and space station police forces. 

{damage it can deal atthe expense of 

accuracy. Like all vector weapons, it Dragoon Mini-Flamer (PL 7) 

‘grants its welder the Power Attack feat Resembiing a large pistol, this weapon 

for ftee as long as he is proficient with a is a miniaturized variant ofthe 

mace, flamethrower (see Chapter 4: 
Equipment in the d20 Modern 

Ranged Weapons Roleplaying Game for more information 


about the fametivowe) character 
mmusthave te Personal Fears 
Proton Toa to use the ragoon min 
Tamer propery. This weapon unike a 
Conventional fametvower i atts 
Used to make ect atacks on a 
Spec target athe han on any 
feature nthe line of ae) and 
requis an atack el athe than a 
ictimseielececi telex save fom each arget ass the 
‘The Custom Confedefaton designed case when atacking wih 
Thsdouble-bareled ser piso fuse __‘faethvower). The dragoon ministamer 
by its special police forces in quelling feat ty ero of ack chemical fal at 
by ts speci pokce forces in gel i loaded ey into te weapon ikea 
intended to mark surviving rebels with a ‘Sf of aim. The cheinical fuel ter 
Gouble laser burn, so they could be ri a oni oil ket 
asl dented ae When nove | ORSIAN ESE WB a 
inp ee ent wi ot too ot and to son. The dagoon min 
failure, but then rebels with the marks {lamar shoots a straam of flaming goo, 
fale, buthen febels wih the marks, Tat achores othe target and itily 


peta dein ba eh a ‘eals 206 fre damage. The goo 
en ane gs ceontinues to burn, dealing 206 points of 


Handguns and Longarms 
‘The Personal Firearms Proficiency feat 
is required to use any ofthe folowing 
‘weapons (with the exception of the 
Plasma Thrower, the use of which does 
not require any proficiency) without the - 
“4 nonproficient penalty 
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fire damage per round for 4 rounds. This _ foot radius (Reflex save DC 16 for half 

burning chemical compound is dificult with no save possibie for whoever 

to extinguish, and takes two full round attempted the attack). This is because 

actions or the use of a fire extinguisher ‘eysanium shards wil rip a standard 

to put out ‘Shotgun apart, The only reason the 
shard blaster itself is safe to use with 

‘Microwave Cannon (PL 7) shard ammo is because its barrel is 

‘This restricted weapon has been used ‘made of solid titanium and lined with a 

by many underground rebellions and ‘rysanium composite 

criminal organizations to combat the 

heavily armored troops of most military Heavy Ranged Weapons 

‘and secutity forces. The reason itis so ‘A specific Exotic Firearms Proficiency 

feffectve is thatthe deadly microwaves it feats required to use any of these 

projects go right through any cover or weapons without the -4 nonprofcient 

armor that isnot resistant to heat penalty. 

(distegard defense bonuses trom armor 

‘and cover unless ithas damage delRaines (PL 7) 

resistance vs. ite). The major drawback When the Valence Council 

to the cannon isits very limited range — ‘commissioned the Enforcers, a special 

itis effective only when the target is weapon was designed for their use, 

within two range increments. Als, Named after the fist Enforcer, Nathaniel! 

microwaves are less effective against del Raines, this handgun is a dual- 

nonliving targets, such as machines, weapon system: one weapon is the gun 

and deal only haif damage to these itself, which shoots a caseless explosive 

targets. project, and the other is a stun baton 
located at the base of the handle. The 

‘Shard Blaster (PL 6) delRaines is considered a light weapon 

This is one of the few non-archaic for a Medium-size character forthe 

ranged crysanium weapons in existence. purpose af two-weapon fighting unless 

Itbears a strong resemblance to a the characteris non-proficientinits use 

‘sawed-off shotgun and fires between 20 _(in which case the usual penalties for 

and 40 tiny crysanium shards ata target. Dual Wield apply) 

‘These shards, each usually less than ‘When a character with the Exotic 

half an inch wide, possess the Firearms Proficiency feat (delRaines) 

penetrating qualities of their melee- wields one or more delRaines, he may 

‘weapon cousins. The shards are ‘snitch between ranged and melee 

‘embedded in a sold slug of caseless attacks using the delRaines for each 

‘ammo propellant in the shape of a 12- attack. Non-proficient characters cannot 

‘gauge shotgun shell, and are loaded do this. 

into the shard biasterin the same ‘Any wielder, regardless of his 

manner as shells into a shotgun (for proficiency, adds his strength bonus to 

more details about the use of shotguns, the stunner damage. When attacked 

‘see Chapter 4: Equipment in the d20 with the stunner, a target who is hit must 

‘Modern Roleplaying Game). Thanks to make a Fortitude save DC 10 + damage 

this clever design, a shard blaster can ‘dealt or be stunned for one round. ita 

be used to fre standard 12-gauge single target hit withthe stunner 

shotgun shells when shard ammo isin multiple times during a single round, the 

short supply. Be warned, however, that rhumber of rounds for which he is 

attempting to fire shard rounds from a stunned stack. 

standard 12-gauge shotgun deals the 

shotgun's damage to everyone in a 15- Devastator Anti-Armor Cannon (PL 7) 
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‘When facing opponents wearing ‘An arc projector resembles a tuning fork 
powered armor, a soldier will often wade with a pistol grip attached, When fred, it 
in his lighter weapon for the bulky shoots an arc of electrical current that 
Devastator, hoping that the Devastator’s damages and stuns an enemy for one 
large-bore explosive rounds will bring round unless a Will save DC 14 is made. 
‘down the seemingly unstoppable armor. 
However, despite is ability to rain a Ballistic Knife (PL 6) 
“hailstorm of Hades" of caseless ‘This weapon can function as an ordinary 
bomblet ammunition upon its target, the knife, but can also be used as a 
Devastator is not without its dravbacks. projectile weapon. When triggered, a 
Because ofits bulk, the gun requires a high-power spring shoots the knife blade 
{ull ound both to set up and to tear with a much greater range than afforded 
down. Furthermore, a character using a —_by simply throwing the knife. Ifthe blade 
Devastator is unable to move away from 1s rettieved,it can be re-loaded into the 
the gun without tearing it down oF hilt as a move equivalent action 
leaving it. Fring the Devastator requires 
the Exotic Firearms Proficiency feat Bolt Caster (PL 7) 
(cannons); characters with that feat ‘This ranged weapon is essentially an 
automatically gain the Burst Fite feat ‘advanced crossbow that uses an 
‘when using this weapon. ‘electromagnetic solenoid launcher to fre 

‘a metallic bolt at a target. Unike a 
Wildfire Launcher (PL 7) traditional rai-gun, a bolt caster does 
‘With military tactics again dependent on not accelerate a round towards the 
‘avery personal form of fighting, the ‘speed of light; it sacrifices stopping 
mortar is once again an important ower for versatility. Due to its design a 
‘element in an army's arsenal. Withnew —_bolt caster can fire various specialy- 
shells such as the Skyfire and NVSB, <esigned bolt rounds, including 
the mortar has been reborn with a new ‘grappling botts, explosive bolts, and 
level of ferocity as well as anew level of corrosive bolts. The bolt caster can have 
‘convenience: the Wildfie's relatively ‘only one bolt loaded at a time, and it 
‘imple set-up makes it cheap to must be reloaded as a full round action, 
manufacture and easy 10 deploy. 
However, only a character with the Dart Caster (PL7) 
Exotic Firearms Proficiency feat rocket ‘Addart caster is similar to a bolt caster, 
launchers) can successfully operate the but itis sized like a pistol and fies. 
Wildfire. To attack with the Wire, a ‘smaller dar-sized rounds, including stun 
character targets a 15 foot by 15 foot darts, wacker darts, and poison darts, 
‘area and makes an attack roll. The ‘The dart caster holds up to 4 darts in an 
target area has an effective Defense of internal chamber, all of which can be re- 
410; ifthe attack is successful, then loaded as a full round action, 
anything within the area must make a 
Reflex save (DC 15) or take the Micro Laser (PL 7) 
weapon's damage. ‘This small simple-to-use laser weapon 

is designed for covert use, and its small 
Other Ranged Weapons size makes it easy to conceal, The 
‘The feat that provides proficiency with ‘weapon itself looks lke either a simple 
these weapons varies from weapon to pen or a flashlight. A Spot check DC 15 
weapon, and is included in the weapons __Is required to recognize it as a weapon 
table. during a search 
‘Arc Projector (PL 6) Plasma Thrower (PL 7) 
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‘This weapon is an advanced form of flamethrower, the plasma thrower is fed 
flamethrower, dealing a similar amount not from a backpack, but from a canister 
‘of damage but possessing fewer fof fuel attached to the main gun. This is 
drawbacks. A plasma thrower shoots a ‘a much safer design, as the canister is 
‘steam of super-heated gas 6 feet wide not susceptible to direct attack (as is the 
‘and 40 feet long. All characters caught flamethrower's backpack); and the 

in the stream must make a Reflex save plasma thrower's canister is easier to 
DC 16 oF take 3440 points of fire Feload than the flamethrawer's backpack, 
‘damage. Much like a flamethrower, the Each canister contains enough fuel for 
plasma thrower does not require a 10 attacks, and is treated like box ammo. 


Proficiency to use. Unlike a 


-57- 
© 2008 Max Gaming Technologies, LLC 


Dark Horizons Universe Campaign Setting 


Simple Melee Weapons (aqure th Spe Wespars Prof fe) 


bate Pred sings ag _laleoing 


{chs MceeWenpons ute he Ac Weepos Peony fa 

nn 

Need mh ating 

payer 28) 192002 Erg ae) ORS AO ae 
Dagens agg aa nmgy Fee) IR Sie 10 
Meme ao nergy(Fte) 208. Single 20ox 
ancy Ranged Weapons (eq sii Ex eas Peony fn) 


‘er Ranged Weapons (espns Proce la needed gen nprethses) 


Ager e.cuse 12 ectes! 30K Sige 10a 
alc Ke ge 8.2 Peng Rk tit 
(Giri) Sroraniton * Somingon 20% Sele tit 
(Sirpc) mani *?—rminton 20% Sle it. 
ES ast Siege 101 
‘womer (to amo 38 Energy) Safe 10a 
fume) 


58 
©2008 Max Gaming Technologies, LLC 


es 22) 


been 


ean 


essa) 


es(22) 


esa) 


mc) 
mace 


been 
Leen 
ee(s2) 


cen 


Dark Horizons Universe Campaign Setting 


Ammunition Poison Dart: in addition to its basic 
‘éamage, this poison-tipped dart deals 
eiay keer om ‘an additional 142 points of Con damage 
‘This power celis designed for use with unless the target makes a Fortitude 
the binary laser pistol save DC 14. 
‘Tracker Dart: This dart emits a radio 
Bio Slug frequency that can be used by anyone 
‘This smal ceramic canister filed with vith a radio receiver to track the target's 
microbes is the ammunition for the bio- movements, 
anniilator. Each canister shatters on 
impact, spreading the flesh-eating Dentists casatiss! 
mmerobes within over a target ‘These unique caseless ammunition 
rounds are used in the delRaines pistol 
Bate ‘They are used for the weapon's ranged 
‘These bolts are designed for use with attack, and are not expended during a 
ite Bol Case, melee attack withthe stunner. 

Basic Bolt: This projectile ammo for 
the bolt casters a simple sharpened Dragoon Fuel Rod 
fretalbe oi ‘This Sold fuel rod functions as 

‘Grappling Bolt: The head ofthis bolt __ ammunition forthe dragoon min-lamer. 
contains a flask of powerful adhesive. Ifthe rod itself takes 15 points of direct 
Which causes it to stick to whatever it fire damage itignites and explodes, 
hits. The bok shat selfs hollow, and is dealing 2d fire damage to all within a 
filed with a col of microfilament cable 20-foot radius (Reflex save for hal). 
thatis 200 feet long and can support 
200 pounds. Once a grappling bott has Microwave Cell 
been fired at a location, grants any ‘This power cel is designed for use in 
character a +10 circumstance bonus to the microwave cannon. 

‘any Climb checks to reach that location. 

Explosive Bolt: The head ofthis bolt \Nanovirus Starburst (NVSB) Shells 
contains a powerful explosive charge ‘The Nanovius Starburst (NVSB) shell is 
{hat eause 2d8 points of concussive fired mainly from the Wilire Launcher. 
ldsiage ti onjende riaial wi, Detonating above the target area, the 
Causing 4d8 points of damage to objects. _shellains down a shower of nanites 

‘Acid Bolt: The head ofthis bolt is a Programmed to damage elther organic 
feak containing seid ‘or mechanical targets, as described 

Pulse Bolt: This bot was developed below. Some of the worst hazards on a 
to fend off berserk robots, and delivers a __—batlfleld come from NVSB weapons. 
powerful electric shock to its target Hostile nantes usually deal damage 

by disassembling a target at a molecular 
Darts level, and any damage done by a nanite 
‘These darts are designed for use with is categorized as nanoviral 
the Dart Caster “STR: A target caught inthe burst of 

Basic Dart: This small metalic spike an NVSB-STR shell has its Strength 
isthe basic ammo forthe dart caster. Feduced by 106, 

‘Stun Dart A stun dart emits a pulse “CON: A target caught in the burst of 
that disrupts a target's braimwaves, ‘an NVSB-CON shell has its Constitution 
‘stunning him (ori) for 144 rounds reduced by 106. This effect also 
unless the target makes a Will save DC reduces the target's hit points 
ry accordingly 
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SPD: A target caught in the burst of 


‘an NVSB-SPD shell has its speed ‘Skyfire Shells 
reduced by 10 for 1d6 rounds. The Skyfire shells fied from the 
-VEH: A target with any mechanical Wilefre Launcher. The shell detonates 

systems (such as a sult of powered high above the target area, raining down 

armor, a cybernetic attachment, or a ‘shards of crysanium and inflicting 206 

vehicle) that is caught inthe burst of an Piercing damage. While the Skyfire's 

NVSB-VEH shell is shut down for 144 ‘rysanium shards possess all the 

rounds, Piercing power of crysanium weapons, 
the shell does not have the associated 

Plasma Thrower Fuel Canister high cost because the shards require 

This canister contains liquid oxygen very litte shaping 

under pressure, which the plasma 

thrower super-eats and sprays out asa Vector Fuel Rod 

jet of plasma gas, ‘This rod of sold fuel propellants used 
in weapons with the Vector Weapon, 

‘Shard Shell gadget 


‘This modified shotgun shell contains tiny 
crysanium shards, ands the 
‘ammunition for the shard blaster. 
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Table 5.2: Bolts, Darts, and Wildfire Shells 
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Chapter 6: New Armor 


In addition tothe armor found in the d20. ‘Hames heavier and more restrictive 
‘Modern Roleplaying Game and d20 than most medium-weight armors. 
Future, the Dark Horizons universe 
offers armor specific to this setting, Micron Armor (PL 6) 
Micro-composite armor material is a 
‘New Standard Armor microscopic composite of overiapping 
titanium plates and high-durabilty 
Enforcer Long Coat (PL 6) polymers. The structure ofthe micro- 
‘The Enforcer’s long coat is made of a ‘composite allows armor fabricated from 
light, flexible synthetic fabric that {this material (micron armor) to be both 
provides a small equipment bonus to lightweight and flexible, while 
defense when worn properly. When an maintaining defensive capabilives equal 
Enforcer wears this coat, he can give it tor better than those of most 20th 
‘a slight magnetic charge of the same ‘century body armors. The Federated 
polarity as that of his own body. This States frst developed this body armor 
‘causes the coat to be repelled by his technology, late in the 21st century, for 
movement, in the same way two law enforcement, but it was expensive 
magnets with the same polarity repel to produce using the manufacturing 
‘each other. This repulsion, coupled with capabilites ofthe period. Before the 
‘subtle optical ilusions created by the cut development of powered armor, micron 
of the coat, gives an Enforcer wearing ‘armor was used by Special Forces and 
the coat nine-tenths concealment (40%) black ops agents because of its 
forthe purposes of avoiding attacks. lightweight design. After the 
‘The coat can be worn over light or development of powered armor, micron 
medium armor. While its defense bonus ‘armor was almost entirely phased out of 
‘does not stack with that ofthe other military use (although many ofthe early 
‘armor, the coat will retain a measure of Powered armor models did use micro- 
the concealment bonus even when wom — composite armor material in their 
this way (one-half (2036) in conjunction construction). Thanks to advancements 
wth ight armor and one quarter (0%) in manufacturing and nanotechnology, 
when worn in conjunction with medium however, micra-composite armor 
armor). An Enforcer who does not have material is now much cheaper to 
light armor proficiency gains 10% less produce, and sees widespread use in 
‘concealment while wearing the lang ‘armor for law enforcement and civilian 
coat. ‘security, and even in aerospace vehicle 
production, 
‘Acolyte Harness (PL 6) 
‘The Acolyte Hamess armor is ‘Micron Vest (Light) 
manufactured for initiate members of the This light vest isn very common use, 
Valence Templar, and contains the but most people don't realize how 
‘same Valent Strike weapon system as ‘common because the vest is So easy to 
the Sanctuary powered armor. Unlike ‘conceal. It protects the upper torso and 
the Sanctuary powered armor, the ‘can be worn under almost any cothing, 
‘Acolyte Harness can only hold can hold Ithas a concealed holster for a small 
‘only up to Templar level x 10 shots of ‘weapon located in the lower back, 
Valent Strike. The inclusion of the {granting a +2 equipment bonus to 
Valent Strike system makes the Acolyte Sleight of Hand checks to conceal a 
weapon. 
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‘Adaptive Armor (Combat Armor): 


‘Micron Body Armor (Medium) ‘This modification allows the micron 
‘This medium armor consists of a ‘combat armor to alter its molecular 
breastplate covering the torso and structure in response to a variety of 
shoulders, with skir-plates protecting threats. When a character wearing 
the upper thighs. t also includes boots, ‘adaptive armor takes damage, nanites 
gloves, and a helmet (all armored). This ‘embedded within the armor re-configure 
“armor is often used by private security its molecular structure to resist the type 
forces, and is used much more ‘of damage that was dealt. It takes the 
frequently on planets than in space. ‘armor 14 rounds to alter is structure, 
fat the end of which time it will gain 
‘Micron Combat Armor (Heavy) ‘damage reduction of S- against the 
This pressurized full-body armor was ‘specific damage type. The armor can 
the best armor available in its day, but resist only one type of damage at a time 
currently it sees more use as a in this way. The wearer can “iteeze" the 
HAZMAT suit than as combat armor. tts armor in a particular state as a free 
airtight design makes it ideal to refit for faction ithe does not want the armor to 
use in various hostile environments and keep adapting itself in response to 
it exists in several versions. The basic attacks resulting in multiple damage 
version has a gas mask fitted to the types. The damage reduction effect 
helmet, granting the wearer +2 to lasts one hour from the time ofits 
Fortitude saves against ai-borne initiation; after that hour has elapsed it 
‘contaminants. Other versions include a loses the damage reduction effect and 
‘space sult variant, an aquatic variant, ‘cannot adapt again for the next hour. 
‘and a planetary hazard variant, with ‘Adaptive armor has an increased 
‘special treatments to the armor that purchase DC of . 
allow itto resist variaus alien climates. Micron Space Armor (Combat 
Armor): This sult of micron combat 

Optional Micron Armor Modifications. ‘armor has been refited to serve as a 

Energy Resistance (Vest): A micron ‘space sult. Ithas an improved 
vest with the energy resistance ‘environmental seal to prevent 
modification gains damage reduction of decompression, and has a 12-hour ait 
1- against one of the following damage ‘supply. Space armor has an increased 
‘ypes, chosen at purchase: fire, cold, purchase DC of 1 
electrical, acid, or sonic. This mod Micron Scuba Armor (Combat 
Increases the purchase DC by 2. ‘Armor: This sults similar to space 

Energy Resistance (Body Armor): ‘armor in that it has a 12-hour air supply. 
‘Micron body armor with the energy Italso has an aquatic ion-propulsion 
resistance modification gains damage ‘system that grants the wearer a +4 to 
reduction of S/- against one of the ‘Swim checks and a swim speed of 30 
following damage types, chosen at feet. Scuba armor has an increased 
purchase: fire, cold, electrical, acid, or purchase DC of 3. 
Sonic. This mad increases the purchase Planetary Hazard Armor (Combat 
Dc by 3. Armor): This suit was originally 

Riot Gear (Body Armor): This ‘developed to protect the explorers of 
modification lines the interir of the Mars from its harsh electrical storms, 
micron body armor with impact- {reezing cold, and thin atmosphere. It 
absorbing plates, granting the wearer ‘grants damage reduction of S/- against 
‘damage reduction of 3) against both electrical and cold damage, and 
bludgeoning damage. This mod has a 6-hour air supply. This armor has 
increases the purchase DC by 2 ‘an increased purchase DC of +4 
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maneuvering system, and a laser cutter. 


‘New Powered Armor ‘The manewvering system allows the 
Use ofthe following suits of powered wearer to move a his full land speed in 
armor requires the Armor Proficiency ‘a.zero-g environment, andthe laser 
(powered) feat (see Chapter 1: ‘utter enables the wearer to breach an 
Gharacters in d20 Future for more ‘adjacent aitiock as a full round action. In 
details about this feat), ‘order to bridge the gap between 
‘arships engaged in combat, the 
FPS-13X Mongoose Light Powered ‘Argonaut has a single-use rocket 
‘Armor (PL.7) booster that gives it a fy speed of 250 
Famam Personal Security, an Australia. ‘82 (900d) that lasts for 2 rounds wien 
based mittary R&D corporation, ‘activated. A replacement rocket booster 
‘veloped the Mongoose Light Powered ‘aS purchase DC of 12 and weighs 15 


‘Armor to serve as a low-cost option for Pounds. 
law enforcement who needed protection 
(CYM-03 Med-Suit (PL 7) 


‘superior to that provided by 
Sov itonal bony aries Clouiatioes ‘The Cybell Corporation developed the 


‘wearing Mongoose Powered Armor gain ‘Med-Suit powered armor for people 
hardness of 3. The armor has an ‘suffering from ife-threatening ilnesses; 
drban camouflage paint job, giving it a essential, tis a wearable life-suppor 
‘tat Hide checks in urban system that allows a patient to remain 
environments. It also has an integrated mobile. The Med-Suit can replace the 
grappling hook and retractable climbing function of any major organ (e.g., lungs, 
‘claws built into the gloves and boots, heart, kidney) as long as a patient wears 
Gani Ween elo toa ie the armor. In alton, the sut's medical 
Gimp checks. Mast SWAT teams inthe _systems work pro-acvely to keep the 
Federated States use Mongoose amor, wearer heathy, granting him a +2 to his 
tial partctiaiy seaite coronas ‘Constitution score and a +6 equipment 
Ever equp ther baste polce forces with BONUS to resistances to poison, disease, 
t hostile nantes, and nanocolonies. The 
Med-Suit can also repair tissue damage, 
FpsiIoArarpaLesaceAseaTNE allowing the wearer to regenerate 1 hit 
Powered Armor (PL 7) point per round. The armor povided by 
I Med-Suitis designed to protect the 
the Argonaut Space-Assavlt Powered sensitive medical equipment inside; the 
dicta tal rejics of ris Cant ‘efense bonus t provides is wearer is, 


Mercenary Guild. As the conflicts of merely a side benefit. 


Mankind spread outward from terrestrial 


‘environments, the Guild commissioned Mc-TS1 Sanctuary Powered Armor 


this armor to address the growing need en 
for space-worthy powered armor with Sanctuary powered armor was 
which to equip its mercenaries. developed specifically for use by the 
‘Argonaut powered armor granis the Valence Templar, the miitaryeligious 
wearer a hardness of 5, and is designed order that fought forthe Martian 
‘specifically for use by starship boarding ‘Consortium during the war for Martian 
aeee Independence. The interior of Sanctuary 
‘The Argonautintegrates into its design __armor's lined with power collectors 
‘systems specific to space combat, ‘designed to draw energy from its wearer. 
including a space environment seal and When wom by a Valence character, the 


Sranapiy a grain lone suit draws on his latent bio-electrical 
‘energy to power the sul's basic 
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functions. This does not use up any of When a Valence character wears the 
the characters daily Valent Surges, armor, he also gains +2 Strength and +2 
‘Asuit of Sanctuary armor equipped by Dexterity. A Valence Templar character 
‘anon-Valence character has severe wearing Sanctuary armor has access 10 
‘drawbacks, The armor will draw all ofthe armar's bonuses, and is able to 
electrical power from the character's ‘expend Valent Surge charges to power 
nervous system, causing him to take the armor's Valent Strike weapon 
‘one negative level after wearing the system. Detals ofthe Valent Suike 
armor for one minute. After taking the attack can be found in the description of 
first negative level, he will take another the Templar advanced class in this, 
negative level after each hour in the guide 


‘A character wearing Sanctuary 
powered armor gains a hardness of 10. 
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Chapter 7: Advanced Powered Armor 


‘The use of advanced powered armor 
requites not only the Armor Proficiency 
(powered) feat, but also an External 
Interface Core Technology (EICT) Core 
upgrade. Because only humans can 
have a Core Implant, only humans can 
use advanced powered armor properly. 

Tn 2160, the world was introduced 10 
the Mechanized Assault Vehicle (MAV), 
‘a remotely-ploted bipedal robot 
‘weapons platform: in essence, a walking 
tank. The MAV ruled the battlefield unt 
the introduction of powered armor about 
‘decade later. Powered armor evolved 
‘rom body armor, which had been 
‘around in various forms since the dawn 
‘of war. The key to the development of 
powered armor from body armor was, 
the development of EICT by the 
‘cybergenetic super-giant Cyber-Tronix. 
EICT allowed a person to interface with 
‘an extemal device through a basic Core 
Implant equipped with the appropriate 
upgrade. By 2600, soldiers wearing the 
new advanced powered armor occupy 
the front ines of every battle, in space 
battles as well as planetside. Advanced 
Powered armor has become the most 
versatile weapon of any military. 

‘Advanced Powered Armor Acces: 
It takes a fll ound action to either enter 
(or exit powered armor. 

‘Combat Statistics: Advanced 
powered armor adds a +4 equipment 
bonus to a character's Strength score 
unless otherwise noted, 


‘Advanced Powered Armor Class 
‘Advanced powered armor is divided into 
five classes based af its use in combat. 
‘Assault class: This tian of the 
battlefield is designed to inspite fear in 
the enemy. Heavier and typically much 
slower than its counterpars,it can 
deliver crushing blows to any opponent. 
‘Combat class: Typically the 
workhorse of any powered-armor unt, 


‘Combat class packs the toughest punch 
and can take the highest punishment 

Infantry class: Made up of the more 
mobile Medium-size unit, Infantry class 
is designed more for hitand-un than for 
‘extended combat. 

‘Tactical class: Made up of smaller, 
lighter units able to mave quickly and’ 
silently, this class is designed to support 
Soldiers on the ground 


Advanced Powered Armor 
Types 


Vin-1A Apocalypse Advanced 
Powered Armor (PL 7) 

Lumbering across the battlefield ike 
‘Something from the depths of hel, the 
Apocalypse is an object of fear tots 
‘enemies. This armor is designed to 
wade into the fog of war and slug its 
way through with the heaviest of 
weapons. 

‘The Apocalypse grants the wearer a 
hardness of 20. The price ofthis armors 
abiliy to brush off strong attacks is its 
slow speed, lack of maneuverability, and 
‘diminished abilty to evade attacks. 

Class: Assault. 
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CTA-2p8 Plainsman Advanced 
Powered Armor (PL 7) 

‘The Plainsman became the standard 
AF Army powered armor in 2166. 
Core Technologies, a subdivision of 
(Cyber-Tronix, built the Plainsman with 
the newly-available high-density 
Megatanium armor materia, which is 
lightweight but extremely strong, The 
Plainsman makes up for its lack of 
‘speed and agility with its ability t 
deliver more firepower than lighter 
Federation Armor. 

Plainsman powered armar is designed 
to absorb damage instead of deflecting 
it, granting the wearer a hartiness of 15, 
‘The trade-off is that its equipment 
defense bonus is lower than the bonus 
‘granted by most armors of a similar 
weight, 

‘The Plainsman also contains an 
integrated field survival kit, containing 
repair tools, a first ai kit, and a survival 
ket that adds +4 to Survival checks to 
‘survive in the wild. 

‘Weapons favored by soldiers wearing 
this armor include the Mayatsu CG40 
sidearm, the Mayatsu 10mm Min-Gun, 
‘and the 20mm Lawgiver. 

‘Class: Combat. 
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CTA-2bx Battleaxe Advanced 
Powered Armor (PL 7) 

Inthe 27° century, just as in the 20", 
when a job must be done — no 
‘matter how harsh the terain and 
how uneven the odds ~ the Marines 
are the fst on the ground. In 2308, 
Core Technologies released 
Battleaxe powered armor, and the 
‘Axe quickly became the armor of 
choice (and a badge of pride) for the 
‘Marines of the FAF. Quick despite 
its size and weight and armored 
heavily enough to rival the Army's 
lainsman, the ‘Axe meets the 
‘demands of the often fast-paced 
battle faced by the FAF Marines. It 
serves equally well for a wide a 
range of tasks, including sabotage, 
standard combat, and anti-tank 
combat, 

Like the Plainsman, the "Axe 
favors damage absorption over 
attack deflection. A character 
wearing Battleaxe armor has a 
hardness of 10. It can also deliver 
‘stunning firepower; weapons 
Intended for the Battleaxe include 
Core Technologies! Rapier-7 
‘handheld auto cannon and the 
Reliant antitank missile, 

Finally, the ‘Axe is designed to 
function effectively n extreme heat, 
In extreme cold, and underwater. It 
hhas damage reduction of S/- against 
fire damage and cold damage, as 
well as a 12-hour air supply and a 
Waterproof environmental seal 
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‘cvr-4B Cavalier Advanced 
Powered Armor (PL 7) 

Coupling firepower with speed, 
the Federated Weapons Group's 
Cavalier armor is used in combat 
situations that call for versatility. 
The Cavalier is a jack ofall rades 
but a master of nane; itean 
deliver a fierce attack, but lacks 
the armor to hold its ground in an 
extended battle. Cavaliers are 
best used in groups of five; this 
Provides enough concentrated 
firepower offset the armor's 
relative fragility. These small 
squads are excellent for short 
forays into enemy teritory t0 
weaken defenses, destroy fixed 
gun emplacements, and create 
diversions, 

Though not as tough as the 
Combat class armors, the 
Cavalier can hold its own for a 
short ime. A character wearing 
this armor has a hardness of 8 
and gains +20 strength, 

Class: Infantry 
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‘AA-2A Archangel Advanced Powered 
‘Armor (PL 7) 

Dynamic Aerospace, a Federated 
Slates-based research company, 
Unveiled its highly anticipated fight 
‘specialty armor in 2201. 

‘Archangel Flight Armor 
was the most advanced 
armor developed to that 
point, and itgave the 
Federated States 
military the edge it 
‘desired. Many other 
states soon employed 
‘Archangel-siyle fight, 
‘armor in their own 
militaries. 

‘On the ground, the 
‘Archangel has normal 
maneuverability, but in 
the air its 12-foot wings 
‘and propensity for 
‘dropping Brimstone 
‘grenades on soldiers 
‘on the ground make ita 
‘muly imposing presence. 
While the Archangel is 
not as fast as a fighter 
jet, its small turbo-jet 
‘grants the wearer a fy 
‘speed of 160 feet 
(perfect; at this speed 
‘tcan close inon a 
target much faster than 
any ground vehicle 
‘could, giving it an 
‘unprecedented 
‘advantage over 
‘ground-based assault 
Vehicles. The 
Archangel s also 
bressurized so that its 
pilot can survive high: 
aliude fight, although its defautt 
Configuration is not capable of space 
fight. A character wearing Archangel 
[powered armor has a hardness of § and 
‘gains +2 0 Strength and +4 to Dexterity 
while in tght. 

‘Class: Support. 
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CTA2yF Fox Advanced Powered 
Armor (PL.7) 

Core Technologies originally developed 
Fox advanced powered armor for use by 
FFAF black ops agents, but the Fox sees 
widespread use in the 27° century as 
battlefield recon armor. Neatly every 
‘modern platoon equipped by Plainsman 
fr Battleaxe armor is accompanied by a 
‘scout in Fox armor who tracks the 
‘movements of opposing forces and 
relays enemy emplacement positions 
bback to the platoon. 

The Fox's premier feature is its stealth 
system, including an active stealth 
sefeen and a sonie dampener. The 
active stealth screen is & layer of light 
absorbing polymers that cavers the Fox 
armor from head to toe. This palymer 
layer can ‘see" what is around the 
wearer and change its color to better 
blend in with its surroundings, granting 
the wearer a +10 equipment bonus to 
Hide checks. The sonic dampener 
‘mulfles all sunds made by the armor's 
wearer, giving him a +10 bonus to Move 
Silently checks and damage reduction of 
5/- against sonic damage as an added 
benefit. A character wearing Fox 
powered armor has a hardness of 5, a 
+42 Strength bonus, and a +2 Dexterity 
bonus, 

Class: Tactical, 


Table 7-1: Advanced Powered Armor 
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Powered Armor Gadgets Restrictions: Advanced powered 
For information about the gadget system, _a”mar only. 
‘see Chapter 3: Gear in d20 Future. Purchase DC Modifier: +5 


Powered Autoloader (PL 7) 
‘The powered autoloader armor gadget 
functions like the autoloader weapon 
‘gadget (descrined in Chapter Three: 
Gear in 420 Future). The powered 

armor version is highly improved and 
‘can reload 3 different weapons or ammo 
types, specified when the gadget is 
Purchased. During the user's turn he 
‘can choose to reload a single weapon 
‘asa free action, two weapons as a 
move action, oF three weapons as a full 
ound action. A powered autoloader can 
reload weapons that are being held or 
that are stowed on the user's person, 
and can reload only the weapons oF 
‘ammo types specified at purchase. A 


Powered Armor Weapons Gadgets 
‘The following armor gadgets are 
intended only for powered armor, and 
any suit of powered armor can have 
‘only one of these gadgets installed. 


Grappling Arms (PL 7) 
Srevgraplng sm or gadgets 
Inde for sigs wa plan 
ngage mene ose turers 
ora, Tt gage eo power 
‘ote sme te armor, esc of ich 
houses aerate cysanam a 
"hese robots sme ada "8 eget 
bonus to crap ehecte cnt 
to uses ewan amsio pa 

ret san ase aon, ake 
melee attack to attack the target with the Feapae chek RO 20 cary wit he 
blades housed in the grappling arms. Powered autoloader to exchange one 
Oneaurcestl ise as aoa 248 Weapon ano ype fr anche 
Guemecaee lt ne ace Bastion: Povered amor. 
hardness-penetrating qualities of Ssh On Soiten +6. 
oss 

The eer an ls use he blades in 
sve raping sms ore roa 
Ise acs desing 20s prong 
amage crea on 182012 The 
trapping ars have he ov Seong 
Scare, emo 1 pus ay Seng 
Dons game y the powered 
Maung hese rs tent ge ha 
‘eae ena ataks per round, an 
rapping ams re consere a spe 
Seapon 

“is ora can be sale ony on 
chanced powers armor becaise 
Sect ments cng o he spa 
Sz ye character dependant on 
the ech in beween he aor ands 
eae Ts geet savored y 
wearers of Foe a atiaene ar 
Shocker ersten ofrepower A amorsiainetand casing tam 
‘suit of powered armor with grapplit aba ay rence ahora mining! 
Satofpevered amor wiih gapping | ak arena ak per un we 
sauget ant ened weapon Mba tack 


Powered Gun Turret (PL 7) 
‘The powered gun turret armor gadget 
mounts a single firearm, chosen during 
purchase, on an automated turret that is 
permanently attached to the recipient 
powered armor. This mount is typically 
Tocated on one of the shoulders or 
where a hip holster would be, and can 
fire at any location within the wearer's 
line of sight. To use this mounted 
‘weapon, the wearer needs the proper 
Proficiency (usually Personal Firearms 
Proficiency) and he can use any of his 
firearms-related feats in conjunction with 
the mounted weapon, 

‘When installed on ordinary powered 
‘armor, the turret must be activated as a 
move action, slaving the turet to the 
larmar’s helmet and causing itto aim 
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When the powered gun turret is ‘of powered armor to ignite their own 
attached to a suit of advanced powered thrusters and soar over the battlefield 
armor, the turret is controled by the ‘A suit of powered armor withthe 
user's mind through the EICT link ‘Archangel fight pack gadget installed 
between the advanced powered armor has a fly speed ot 75 feet (good). This 
‘and its wearer. The user can activate ‘speed is not equal to that of the 
the turret as a free action, and can make Archangel armor itself, even though the 
‘an extra attack per found with it at his fight pack uses the same basic fight, 
{ull base attack bonus, At 10" level, a ‘system used by the armor, Archangel 
‘Myrmidon's Sentient co-pilat program ‘armor is capable of greater speed and 
can control the weapon turret ifthe maneuverability because the entire sut 
‘Myrmidon is dazed, stunned, is designed for optimal fight 
unconscious, or dying, as long as the performance. Neither the Archangel 
‘Myrmidon is wearing his armor. flight pack nor the fight system of the 

‘A suit of powered armor with this ‘Archangel self is space-capable, but 
{gadget adds the weight of the weapon the Archangel Space Upgrade gadget 
attached to the weight ofthe armor. ‘can make either spaceworthy. 

Resttictions: Powered armor only. ‘A suit of powered armor with this 

Purchase DC Modifier: Half the ‘gadget weights 10 pounds more with the 
purchase DC ofthe firearm + 2 (this, ‘gadget than without it 
[purchase DC includes the mounting of Resttictions: Powered armor only. 
the weapon) Purchase DG Modifier: +4 
Powered Armor Mobility Gadgets ‘Archangel Space Upgrade (PL 7) 
‘The following armor gadgets are ‘The Archangel space upgrade gadget 
designed to improve the mobility of ‘can be installed on either Archangel 
powered armor, as the weight of most advanced powered armor or on any 
powered armor impedes its wearer's Powered armor that has an Archangel 
movement. Only one af these systems flight pack gadget installed. This gadget 
(withthe exception of the Archangel replaces the Ram-Thrust jet propulsion 
Space Upgrade gadget, an upgrade for ‘system in the Archangel Flight Pack with 
the Archangel fight pack) can be ‘a Blue Nova micro-fusion rocket thruster, 
installed on a suit of powered armor. fa making it capable of moving tis full ly 
mobility system armor gadget is ‘speed in space. If powered armor with 
installed on armor that already includes this gadget does not already have a 
‘a mobiliy system, the gadget can either space environmental seal, the gadget 
replace the old system or be installed in ‘can be purchased with a space 
addition tothe old system with a +1 environment seal with an 8-hour air 
purchase DC modifier increase. ‘supply. 

Resitictions: Archangel advanced 

‘Archangel Flight Pack (PL 7) powered armor or powered armor with 
‘The most important innovation in the Archangel Flight Pack gadget only. 
Powered armor after EICT was the Purchase DC Modifier: +1 (upgrade 
‘Archangel fight pack. Miltaies alone); +3 (upgrade with space 
‘discovered early that a mobile infantry is environmental seal). 
‘a dangerous infantry, and a soldier who 
‘can fy is the most dangerous ofall. Tae Amphibfous Mobility System (PL 7) 
‘Archangel fight pack, based on the ‘The amphibious mobiliy system gadget 
fight system of Archangel powered gives a suit of powered armor two 
armor, was designed to alow other suits Sandshark lon Water-Jets that unfold 


fom a backpack ike wings, giving the 
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wearer ofthe suita swim speed of 50 ‘specific environments. Any suit of 
feet and a +12 bonus to all Swim checks. powered armor can have only one of 
‘This gadget also gives the suit an these gadgets installed. The benefits of 
‘aquatic environmental seal that the following gadgets stack with those of 
functions to a depth of 1000 feet below any other gadgets or with the equipment 
‘sea level and an 8-hour air supply. Ifthe bonuses already granted by the armor. 
‘amphibious mobile system is applied to 
‘suit of Batlleaxe advanced powered ‘Arctic Upgrade 
‘armor, which already has an air supply ‘The arctic upgrade gadget gives the 
‘and waterproofing, this gadget gives the wearer damage reduction 6/- against 
suit total air supply of 20 hours and ‘cold, and gives the azmor on wiich itis 
allows the suit to function to a depth of installed an arctic camouflage coating 
‘2000 feet below sea level that grants the wearer a +6 bonus to 
‘A suit of powered armor with this Hide checks in arctic environments. 
‘gadget weighs 5 pounds more withthe Resttictions: Powered armor ony. 
‘gadget than without it Purchase DC Modifier: +3, 
Restrictions: Powered armor only. 
Purchase DC Modifier: +4 ‘Mars Upgrade 
‘The Mars upgrade gadgetis designed to 
Highway Mobility System (PL 7) ‘compensate for both the deep Martian 
Because many battles take place in ‘cold and the harsh electrical storms that 
‘ities or in the ruins of cities, a mobility ‘often rage across the surface of Mars. it 
‘system that gives soldiers an edge in {grants the wearer damage reduction of 
urban environments is desirable. The 51- against both cold and electrical 
highway mobility system gadget allows damage. 
‘sult of advanced powered armor to Resitictions: Powered armor only. 
hover several inches above the ground Purchase DC Modifier: +3 
‘and mave at double island speed over 
‘smooth unbroken surfaces such as ‘Lunar Upgrade 
paved roads and relatively even terrain, ‘The lunar upgrade includes a space 
A character in armor with this system ‘seal and an 8-hour air supply, But its 
installed can move at his full and speed main feature is an artificial gravity 
‘over rough terrain. ‘generator (AG2). The AG2 allows the 
“The main drawback of this system is ‘wearer to function in low gravity as if he 
that it is loud: i inficts a 10 penalty on were in normal gravity, and in zero 
all Move Silently checks when active. <gravty as if he were in ow gravity 
‘When the system is deactivated, the (allowing him to walk along the outside 
wearer moves at his normal penalized (of a starship hull without a tether). When 
‘speed. The system can be activated or installed on conventional powered armor, 
deactivated as a free action, the AG2 can be activated or deactivated 
‘A suit of powered armor with this ‘as a move action, When installed on 
‘gadget weighs 5 pounds more withthe ‘advanced powered armor, the AG2 can 
‘gadget than without i be activated or deactivated as a free 
Resttictions: Advanced powered action, 
armor only Resitictions: Powered armor only. 
Purchase DC Modifier: +5 Purchase DC Modifier: +3, 
Powered Armor Environmental Desert Upgrade 
Gadgets (PL 7) ‘The desert upgrade gadget grants the 
‘The followsng powered armor gadgets wearer damage reduction of 3/- against 
are designed for troops stationed in fire, and gives the armor on wich itis 
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installed a desert camouflage coating 
that grants a +6 bonus to Hide checks in 
‘desert enviconment. The desert 
upgrade also includes an interior 
hydration and nutrient feed that can 
keep the wearer fed and hydrated for 
‘one week. Refiling this feed has a 
purchase OC of S. 

Restrictions: Powered armor only. 

Purchase DC Modifier: +3 


Other Powered Armor Gadgets 
‘These gadgets can be used to round out 
the capabilites of a suit of powered 
armor. They do not take up much space, 
‘and a suit of powered armor can have 
‘as many of these systems installed as 
its wearer can afford. 


‘Combat Comm Suite (PL 7) 

‘The combat communication suite 
‘gadget includes a long-range radio 
Itansceiver, a secure laser transceiver, 
‘and a transmission encryption module. 

“The radio can be used to 
‘communicate with anyone with a similar 
radio device within a 100-mile radius, 
‘and messages sent using this radio can 
be encrypted by the encryption module. 
‘The user must designate an encryption 
key, and a receiver (or interceptor) who 
{does not have that key must make a 
Decipher Script check DC 25 to break 
the code. 

‘The laser transceiver can be used to 
‘communicate with any other laser comm 
‘system with no possibilty of interception, 
but can be used only with a 
‘communication target within the 
wearer's line of sight. 

Restrictions: Powered armor only. 

Purchase DC Modifier: +2 


‘Active Sensor Array (PL 7) 
‘The active sensor array gadget 
constantly scans an area for movement 
‘and sound, and can track anomalies, 
‘and feed data to the wearer. When this 
‘gadget i installed on conventional 
powered armor, it includes a heads-up 
‘splay. When tis gadget s installed 
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‘on advanced powered armor, it feeds 
data directly tothe wearer's optic nerve 
‘as a virtual heads-up display. 

‘When installed on conventional 
powered armor, this gadget gives the 
wearer low-light vision, a +2 bonus to 
Spot, Listen, and Search checks, and a 
“+1 bonus to ranged attack rolls. When 
installed on advanced powered armor, 
this gadget grants the wearer darkvision 
‘out to a range of 60 feet, a +4 bonus on 
Spot, Listen, and Search checks, and a 
442 bonus to ranged attack rolls. 

Bath versions include a Geiger 
‘counter, and can detect the location and 
‘severity ofa radiation source within 100, 
{eet of the wearer. 

Resttictions: Powered armor only. 

Purchase DC Modifier: +4 


External EICT Output (PL 7) 
‘This gadget allows a wearer of 
advanced powered armor with an EICT 
‘Core upgrade to intertace directly with 
‘computer systems, granting the wearer 
‘a +6 bonus to Computer Use checks. 
For safety reasons, the connection is 
‘one-way: an external computer cannot 
upload data into the powered armor's 
‘systems. There are two versions of this 
‘gadget a direct hardware connection 
land a wireless transmiter. The 
hardware version can connect only 
‘agjacent computer systems, while the 
Wireless version can interface with a 
‘computer within 100 feet of the wearer, 
‘as long as that computer accepts 
wireless input. 

Resitictions: Advanced powered 
‘armor with EICT only. 

Purchase DC Modifier: +1 (hardware 
version), +2 (wireless version). 


‘Medical Delivery System (PL 7) 

‘The medical delivery system gadget is, 
used to administer medical injections to 
Soldiers in the field. The medical 
delivery system has three separate 
receptacles, each of which can hold a 
Single dose of any injecion-based 
pharmaceutical found in the d20 Modern 
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Roleplaying Game or 620 Future. These ‘Brimstone Grenade (PL.7) 
teceptaces can also be loaded with ‘The grenade has been around since 
medicines fabricated by ENTs. The art's fst World War, and in the 27° 
‘wearer ofthe armor can inject himself century i has once again become 
wth the contents of any one receptacle _—popularon the batlefield. Once thrown, 
[as amove action; the eect ofthe {he Brimstone grenade wil not detonate 
injection depends on the medicine unless it senses a metalic item large 
injected. Reloading the medical delvery enough to be powered armor or a 
system isa ful round action vehicle within its burst radius. The fst 
“Tis gadget comes loaded with tee lantharmor grenade, the Brimstone deals 
doses ofa combat drug ealled 66410 points offre damage, and has a 
‘timpack Ri,” which inreases the burst fads of 20 feet and a Reflex save 
recipient's Svength by 4 while DC 20 or half damage. The purchase 
penalizing his dexterly score by 4.This DC of hese grenades includes 6 
‘rug takes effect during the recipients ‘grenades in a bandoleer large enough 
next tum, and is effects last for ten {o wear on powered armor. 
{ums (one minute). A single dose of 
Stimpack-Ri has a purchase DC of 8, MagnicaG (PL 7) 
nd the medicine has a ilar (°8) Developed early inthe Mars Revolution 
testiction ‘asa way to allack highly armored 
Restrictions: Powered armor only. {round vehicles and powered armor, the 
Purchase DC Modifier: +1 Magric4G launches four 
electromagnetic grenades that sc to 
Powered Armor Weapons ‘any object able to cary an electrical 
The blsaria tasora wer sence Current (which ineudes most vehicles 
Specifically for use in conjunction with and powered amor), When a grenade 
powered armor. The weapon proficiency ‘explodes, it deals a massive amount 
required for each weapon is isted next ‘damage. ‘The attacker must make a 
to its name in parentheses; characters: ranged attack against a target; if the 
attempting to use these weapons while target is can normally make saves, he or 
penal dpceechrrtes ati itmnst then make one Reflex save 
fttack penally because ofthe weapons’ against each of the four grenades to 
‘specialized design. A character who avoid damage. The DC for this Reflex 
pasparenenr mab oie Save fs equal to the atacker's ita 
‘wearing powered armor can take the ranged attack roll. Targets which do not 
Tien ee Ptonicngyeattenegate ‘hae a substantia metal content gain a 


“#10 bonus to this save. 


this penaty 
For each save that the target fils, one 
20mm Lawgiver (PL.7) ‘grenade attaches itself tothe target and 
‘One ofthe largest projectile weapons detonates, dealing 2d8 electrical 
designed for powered armor, the damage. Each grenade that does not 
Lawgiver fires a 20mm armor-piercing ‘detonate wil fall to the ground in the 5 
ccaseless shell. The earspiting foot square occupied by the target (or, i 
‘explosion produced when the Lawgiver the target occupies more than one 
is fred acts as a deterrent during rot ‘square, the square nearest the attacker 
control operations. The Lawgiver does ‘of those occupied by the target) 
4d8 points of ballistic damage with a ‘Anything that moves through that 
‘successful attack. ‘square or an adjacent square that can 


normally make saves must make one 
Reflex save (DC 10) for each grenade 
that has fallen tothe ground to avoid 
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having that grenade attach to it and was the Valence Spike, a powered 
detonate. The original target can leave lance that can be used extended as a 
the square on his next turn without ‘weapon with a 10 foot reach, oF 

having to make a save, but ithe remains _—_retracted as a close-quarters weapon. It 
in the square the grenades will attack ‘can punch through the toughest armor, 
him again atthe end of his tum, Note dealing 2410 piercing damage and 

that each “round! in the MagnicaG ignoring hardness and damage 
magazine consists of 4 grenades. eduction of upto 10. 

‘Mayatsu 10mm Minigun (PL7) Whisper-Mag Rifle (PL 7) 

‘What the Mayatsu minigun lacks in ‘The Whisper-Mag rifle is atthe top of its 
ower it makes up for with an lass: ithas been called the ulimate 
‘abundance of projectiles. The minigun stealth sniper rife. It silently fires a laser 
fires a hailstorm of caseless projectiles invisible to human eyes, making it 
toward its target, dealing 5410 of perfect for black ops missions. The 
ballistic damage with a successful atiack, __ Whisper-Mag deals 4d8 points of fire 


damage with a successful atack. 
‘Terrashock Artillery (PL 7) 


For centuries, the use of artillery has X34 Atom-edge Sword (PL 7) 
‘changed the tides of battles. in modern ‘As powered armor, Core implants, and 
battles in which soldiers in powered ‘cybernetic attachments made their way 
‘armor march against each other, arilery onto the battlefield along with 
has become a necessary tool even ‘combatants, kiling an enemy fighter 
‘against infantry, and artillery units have became much harder. Seeking any 
become highly mobile as a result. The ‘edge, soldiers began to carry swords 
TTerrashack Artilery attaches to the back that could bypass an enemy's 
(of a suit of powered armor, with along technological sophistications with simple 
barrel protruding over the shoulder. The brute force. As the popularity of swords 
TTerrashack fires a massive projectile began to grow, new designs proliferated. 
that deals Sd12 of ballistic and fire ‘The X44 Atom-edge sword, infused with 
damage. nanites, is one of the most effective of 
Resttictions: Assault class armor these designs. Even during heavy use, 
only. the X34 retains an atomically sharp 
‘edge that can part the hardest armor. 
Valence spike (PL 7) ‘The X44 Atom-edge sword is a to: 
During the frst years after the Valence handed melee weapon that deals 210 
‘Templar were unleashed, the best points of slashing damage. 


‘weaponry engineers on Mars worked to 
‘create an appropriate weapon for their 
new protectors. The result oftheir work 
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Chapter 8: New Cybernetics 


In addition tothe cybernetic devices Base Purchase DC: The fist 
described in 420 Future, the Dark detachable cyber-limb acquired has a 
Horizons universe offers cybernetics purchase DC equal to the base 
‘Specific to this setting, attachment’s cost +3 (this cost includes 
the prosthetic imb). Any additional 
Detachable Cyber-Limbs (PL 7) detachable cyber-limbs that are 
‘This modification can be applied to any purchased specificaly tobe 
‘cybernetic mb replacement technology interchangeable with the original limb 
(Qhis includes prosthetic arms and legs, have purchase DC modifier of +1. 
Upgraded prosthetics, and advanced Resitiction: None. 
prosthetics; see Chapter 11: 
‘Cybernetics in d20 Future for details). A Shield Arm (PL7) 
detachable cyber-imb can be removed This prosthetic arm replacement can 
fs a free action, and re-attached as a deplay a series of armored plates as a 
‘move equivalent action. fee action, forming a shield for fast selt- 
Benefit: A detachable cyberlimo defense, 
confers several benefits. Benefit: When the shield plates are 
First, a removed detachable cyber- retracted, this arm functions in the same 
limb does not count against a ‘way as a normal arm. When the shield 
character's maximum number of plates are deployed, the character gains 
attachments. ‘+2 equipment bonus to defense, but 
Second, a removed limb is easier to the hand on the eyber-arm is inoperable 
repair; Repair checks made to repair a when the shield is in use. 
removed prosthetic mb (versus those ‘Type: External. 
‘made to repair an attached prosthetic Hardness/Mitpoints: 5/10. 
limb) gain a +1 bonus. Base Purchase DC: 23, 
‘Third, a character suffering from a Resttietion: None. 
massive damage side effectin a 
detachable cyber-limb can negate the Utility Arm (PL 7) 
side effect by detaching the limb, i tat A.utiity arm is a cybernetic replacement 
limb was his only attachment (see ‘arm with integrated too!s in place of a 
(Chapter 10: Cybernetics in 20 Future hand. The integrated tools can include 
{for more details about the effects of any single kt that is required to use a 
massive damage on cybernetic ibs). ‘kill without penalty or that provides a 
Fourth, a character with a detachable skill bonus, such as an electical or 
‘oyber-limb can carry additional mechanical tool kt. Equipment that can 
interchangeable cyber-limbs, allowing be used only once, such as a first aid kt, 
him to replace damaged prosthetics on ‘cannot be integrated into a utlty arm. 
the fly, and to swap out ibs with Benefit: Skil checks made with the 
different benefits. tools built into autlity arm are made 
‘On the drawback side, a character with a +2 equipment bonus, in addition 
who removes a detachable cyber-leg {0 any equipment bonus granted by the 
has his speed reduced by 10. integrated equipment ise. 
‘Type: External. ‘Type: External. 
HardnessiMitpoints: A detachable Hardness/Mitpoints: 5/10. 
‘oyber-limb has the same hardness and Base Purchase DC: 19, plus the cost 
number of hit points as those of the of the integrated too! kit 
base attachment Restriction: None. 
79- 
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lacks a normal hand, attempts to use a 


Powered Claw (PL 7) weapon or tool with the poviered claw 
‘This heavy, combat-oriented cybernetic are made with a ~4 penalty. 
‘arm replacement has a large and ‘Type: External 
powerful claw in place of a forearm and HardnessiMitpoints: 5/15. 
hang. Base Purchase DC: 21. 

Benefit: A character wth the powered Restriction: Miltary (+3) 
claw arm attachment can make two 
kinds of attacks with the arm: a slam Concealed Storage implant (PL 7) 
attack and a grapple attack. The slam ‘A character withthe concealed storage 
attack deals bludgeoning damage based —_implant has two hidden compartments, 
‘on the size of the attacking character: built into his body (usually somewhere 
4144 for Small creatures, 146 for ‘on the torso). Each compartment can 
Medium-size creatures, and 1d8 for hold either a single Small item or one 
Large creatures, fa character attacking ound of material 
with a powered claw can make multiple Benefit: Sleight of Hand checks to 
attacks per round, he can make multiple _conceal a Small weapon in a concealed 
‘slam attacks per round. The powered storage implant compartment 
claw also adds a +4 bonus to all automatically succeed. In addition, 
‘Grapple checks. a character with a these compartments are very hard to 
Powered claw whois grappling or being distinguish from a character's normal 
‘grappled makes a Grapple check, he body, and require a Spot check DC 35 
may deal 2d8 bludgeoning damage to a in a search of a character so equipped 
single creature being grappled. ‘Type: internal, 

“There are drawbacks to the powered Hardness/Mitpoints: 5. 
claw arm. First, a character with this Base Purchase DC: 17 
unwieldy attachment suffers a —1 Restriction: illegal (+4). 


penalty to his dexterity. Also, because it 
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Chapter 9: The Core Implant 


Originally developed around 2085 by For ahuman character ta gain the 
Rising Suns scientists, the Core Implant benefits of Core Implant technology, he 
represented a leap forward in medical must first acquire a basic Core Implant 
‘cybernetic technology. This brain ‘Once a character has a basic Core 
implant could monitor all ofits host's Implant, he can have a maximum of four 
vital functions, giving doctors real-time upgrade implants at one time. 
data on a subject's health. The earliest ‘While Core implantation is less 
‘Core Implants could only be grafted toa —_—_invasive than cybernetic grafting, t still 
human through long and expensive takes time, A basie Core Implant 
‘surgical procedures, causing the Rising requires one week to assemble itself 
‘Suns government to imit Core Implant ‘once administered, and a character 
technology to high-ranking government ‘cannot implant any Core upgrades until 
‘and military personnel. At the same time, his basic Core Implant has finished 
however, research-oriented corporations _assembiing itself. Once the basic Core 
in the Federated States were vigorously Implant has been installed, Core 
{developing advanced nanotechnology upgrades must be installed one at a 
{or both medical and miltary purposes. time. Each Core upgrade takes 104 
When these corporations acquired Core days to install. 
Implant technology from the Rising Suns Itis necessary for a character with 
‘during an information exchange in 2108, four Care upgrades implanted to remove 
the modern Core implant was born. By ‘one of these in order to replace it with 
2460, neatly every human in the Dark ‘another. To do this, the character must 
Horizons universe received a civilian purchase a Core scrubber. The Core 
‘Cove before reaching five years of age. ‘scrubber is administered in the same 
“The basic Core Implant does nothave way as a Core Implant, but instead of 
many benefits in and of self, butt instalin itself, the scrubber removes 
‘enables a character to receive Core ‘one Core upgrade (chosen prior to 
upgrades. Core upgrades can grant ingestion or injection). Ittakes 104 days 
various special abilities; some may even _for the Core scrubber to remove the 
be a necessary prerequisite for using ‘chosen upgrade. A Core scrubber has a 
‘some equipment, such as advanced purchase OC of 17, 
Powered armor. Removing the basic Core Implant itselt 
‘Core Implant technology resembles requites invasive brain surgery, 
cybernetic technology in many ways, but requiring a Treat Injury check DC 36. If 
it also incorporates advances in both this check fails by more than 10, then 
biotechnology and nanotechnology. the character undergoing the surgery 
Because of this, Core Implant takes 144 permanent inteligence 
technology does not follow the rules for ‘damage. i the check falls by more than 
‘oybernetic attachments found in 620 20, the character dies. I the operation 
Future, although some available Core ‘succeeds, the Core Implant s removed, 
upgrades are made to function in ‘along with all ofits upgrades. 
Conjunction with cybernetic attachments 
Note that Core implants do not suffer Basic Core Implant (PL 7) 
from the same drawbacks as cybemetic ‘The basic Core Implants a nanocolony 
attachments, such as electricity massing less than ten grams, which, 
vulnerability, negative levels, ‘once administered, travels through its 
‘susceptibility to attack, and massive host's blood stream to the brain near the 
damage effects. fist vertebra, where it assembles itself 
ai. 
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into the Core Implant structure. The 
implantation procedure is remarkably 
non-invasive, often taking the form of a 
pill or an injection, 

Benefit: The main benefit of the basic 
‘Core Implant is that it grants a human 
character 4 slots into which Core 
upgrades can be loaded. In addition, the 
basic Core Implant includes a shepherd 
chip (see Chapter 3: Gear in a20 
Future. 

‘Type: internal 

Requirements: Human. 

Base Purchase DC: 15, 

Resitition: None. 


Core Upgrades 


All ofthe Core upgrades described 
below are Progress Level 7. 


Fortification Core Upgrade 
A soldier who needs additonal hit points 
‘can call upon the Fortification Core 
upgrade produced by the Cybvell 
‘Comporation. 

Benefit: When a character activates 
the Forification Core upgrade, Core- 
‘controlled nanites throughaut ihe 
character's body react to give the 
character a temporary 5 + Con masifier 
boost in hit points for 146 rounds. This 
abiliy can be used once per day. 

Base Purchase DC: 17 

Resitietion: None. 


Agility Core Upgrade 
‘The Agilty Core upgrade increases a 
character's dexterity by bridging 
‘synapses in his nervous system with 
‘Specially designed nanites. 

Benefit: When a character activates 
the Aglty Core upgrade, the bridging 
activity of the Core-contralied nanites 
throughout the character's nervous 
‘system temporarily increases his 
Dexterity score 50% for 2d rounds. This 
ability can be used once per day. 

Base Purchase DC: 20. 

Resitition: None. 


a2. 


Cyber Maintenance Core Upgrade 
This upgrade automatically repairs 
{damaged cybernetic attachments, 
‘causing them to regenerate hit points 
overtime, 

Benefit: When a character with this 
upgrade sustains damage to one of his, 
‘cybernetic attachments, his attachment 
‘will regain a number of hit points equal 
101 + the character's Con modifier after 
B hours of rest. Only one attachment 
‘can be healed i this manner at a time 
(the character can choose which 
attachment to heal inthis manner). in 
‘addition, the character does not suffer 
‘side effects related to cybernetic 
attachments due to massive damage 
‘during or after this healing, 

Base Purchase DC: 20. 

Resttiction: License (+2) 


‘cyber Boost Core Upgrade 
This Core upgrade negates the adverse 
effects of having too many cybernetic 
attachments 

Benefit: character with this 
upgrade adds 2 to his maximum number 
of cybernetic attachments, 

Base Purchase DC: 25. 

Restriction: Miltary (+3) 


cyber Emulation Core Upgrade 
‘This upgrade imitates the effects of a 
particular intemal cybernetic 
‘enhancement 

Benefit: A character who acquires the 
‘cyber Emulation Core upgrade chooses 
‘one of the following cybernetic 
‘enhancements at purchase: anti-shock 
implant, skill implant, stablzer, voice 
stress analyzer, data archive, feat 
implant, intative implant, luminous skin, 
microcomputer, mindscreen implant, 
rage implant, targeting optics. The 
‘character gains the benefit of that 
‘cybernetic enhancement, but the 
Upgrade does not count against the 
maximum number of cybernetic 
attachments allowed to the character 
‘and does net induce any cybernetic 
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‘drawbacks normally related to the Benefit: A character wth this upgrade 
‘oybernetic enhancement selected. Note ‘gains a +2 bonus to Decipher Script 
that if the Progress Level of the ‘checks, and in addition understands 
‘emulated attachment is higher than the most common languages he hears or 
‘character's Progress Level (see the reads (but isnot, simply by vitue of the 
Introduction to d20 Future), the GM may upgrade, able to write or speak those 
‘choose to restrict the availabilty of that languages). The Translator Core 
‘emulation upgrade. upgrade does not allow a character to 

Base Purchase DC: The purchase understand exotic languages (such as 
DC equals the purchase DC of the unknown alien languages) he hears or 
‘emulated cybernetic enhancement + 5. reads, but does still provide the 

Resttiction: The restriction of the ‘character with the Decipher Seript 
upgrade is equal tothe original bonus when dealing with such 
restriction of the emulated enhancement. languages. 

Base Purchase DC: 20. 
Wireless Transceiver Core Upgrade Resitition: None. 
This upgrade allows a character to send 
‘and receive shor-range radio ‘Military Core Upgrade Mark 1 
‘communication, and to interface ‘This Core upgrade provides a suite of 
remotely with computer networks. benefits for soldiers. 

Benefit: A character with this upgrade Benefit: The two primary features of 
‘can communicate with any other this upgrade are External Interface Core 
‘character within one mile who has a ‘Technology (EICT) and the battlefield 
similar radioicommunication device ‘survival matrix. The Miltary Core 
(Guch as this upgrade). A character with Upgrade Mark 1's EICT enables a 
both this upgrade and access to a ‘character with this upgrade to equip 
‘satelite communication network can advanced powered armor. The 
‘communicate with anyone else on that battlefield Survival matrix ofthe Miltary 
network. Finally, a character with this ‘Core Upgrade Mark 1 can be activated 
upgrade can interface with any wireless ‘once per day as a free action. When 
‘computer network within 100 feet, ‘activated, the matrix instantly heals 146 
allowing him to make Computer Use hit points. After this initial healing, the 
‘checks on those networks. ‘character then regenerates one hit point 

Base Purchase DC: 18 per round for the next 10 rounds (ane 

Resttiction: License (+1) minute). if character activates the 

matrix before taking damage, he gains 
‘Translator Core Upgrade 4146 temporary hit points for 10 minutes 
‘This upgrade connects to the visual and instead of healing, 
audio centers ofthe brain, and helps the Base Purchase DC: 28. 
‘character to understand unfamiliar Resttietion: Miltary (+3) 
languages. 
a3. 
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Chapter 10: Robotics 


Tech Drones 
‘The main addition tothe field of robotics _-—~Building Tech Drones 
in the Dark Horizons universe is the While an Encoder wo can afford it or 
‘Tech Drone, a semi-autonomous Al who lacks the Craft mechanical) skill 
program housed in a small ying robot build his own Tech Drone may purchase 
body. Tech Drones can be used only by ‘one pre-built, tis much more common 
‘characters in the Encoder advanced for an Encoder to build his own. A Tech 
‘lass. A Tech Drone is always at its Drone is builtin the same way in which 
Encoders side, and is the means by ‘a non-heroic robot is built in 20 Future 
which an Encoder runs his Tech (Chapter 10: Robotics), except that the 
Programs. Tech Program run using a builder must use a Tech Drone frame 
‘Tech Drone requires the same rather than one ofthe frames in that 
expenditure of power, resources, and chapter, and the drone must have a 
ENC as a Tech Progfam run trough a fight movement system installed (along 
fabricator (see Chapter 12: Fabricators with any other type or types of 
in this guide). movement system desired). Tech Drone 
Every Tech Drone contains a Small ‘ames are available only in Small and 
fabricator, and has all the features Tiny sizes. Any of the locomotors, 
described in Chapter 13: Fabricators. in manipulators, armor, sensors, ski 
‘addition, every Tech Drone includes a software, feat software, abiliy upgrades, 
modular sensory system capable of ‘or accessories described in Chapter 10. 
‘compiling detailed data under the Robotics in 20 Future can be used 
‘guidance of an appropriate Tech when building a Tech Drone 
Program, ‘The stats of a Tech Drone frame are 
‘Tech Drone's frame is essentially a based on those of a robot frame of, 
‘small fabricator attached to a robot brain _simillar size, with modifications specific 
land a sensor system. Frames differ in to each model. n particular, drones 
the capabilites of their fabricators and have modified ability scores and 
their sensor systems. numbers of extra hit points. In addition, 
‘All modular Sensor systems used in the drone's integrated fabricator and 
‘Tech Drone frames can run the same ‘sensor systems both have their own 
basic Tech Programs. However, sensor sats, including ENC bonus, sensor 
‘systems vary widely in range. Sensor range, and applicator range. 
‘systems used in Tech Drones are 
‘extremely flexible, as each sensorin the Sample Tech Drones 
‘system can be re-configured by the For help reading these descriptions, see 
‘Tech Drone’s nanites to meet the needs Chapter 10: Robotics in d20 Future, 
of specific Tech Programs. 
While a Tech Drone's hardware is Pest 176 Tech Drone (PL 7) 
useful, is hear is software, A Tech ‘The "Pest" 17G Tech Drone is preferred 
Drone’s Al isa learning program that by Encoders who value stealth over 
‘grows more aware as its Encoder brute force. While this describes mast 
increases in levels in that class. An Encoders, this particular model s rarely 
Encoder always keeps a backup ofits ‘seen in the field. Whether this is due to 
Tech Drone's Al program; ithis Tech ‘short supply orto the qualities of the 
Drone is destroyed, he can build it a ‘drone itself is a subject of much debate 
new robot body into which he can load Purchase DC: 29. 
the backup, Resttietion: Licensed (+1), 
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issued to Encoders employed by the 


Pest 176 Tech Drone: CR 1/4: Tiny Federated States Miltary during and 

‘construct: HD 1/4d10+3; hp 4; Mas ~ after the Martian Revolution. These 

Init +2; Spd 20 ffl: Defense 21 (+3 tech-savvy soldiers served primarily as 

Dex, +2 size, +6 equipment) touch 15, ‘communieations officers, but probably 

flat-footed 18; BAB +0; Grap -2; Atk +1 ‘spent more time assisting ENTS with 

melee (1 nonlethal bludgeoning), or +4 Powered armor maintenance than doing 

ranged; FS 2.5 ft by 25 ft; Reach Of; anything else. 

SQ construct traits, Tech Drone traits Purchase DC: 22. 

‘AL owner; SV Fort +0, Ref +2, Will +0; Restriction: Licensed (+1), 

‘AP 0; Rep 0; Str 8, Dex 17, Con -, Int 

410, Wis 10, Cha 5. Interceptor X1: CR 1/2; Smallsize 
‘Skills: Computer Use +8, Hide +11, ‘construct; HD 1/2d10+4; hp 6; Mas ~ 

Move Silently +11. Init +2; Spd 40 t. fy (clumsy); Defense 
Feats: -. 46 (+2 Dex, +1 size, +3 equipment, 

touch 13, flac-footed 14; BAB +0; Grp -1; 

‘The Pest 17G Tech Drone has the ‘Atk +1 melee (103 lethal, slashing), or 

following systems and accessories: ‘+1 melee (103 nonlethal bludgeoning, 
Frame: Wasp M-2 Tech Drone Frame claws), or +3 ranged; FS Sift. by Si 

Ciny, Reach’s ft; SQ construct traits, Tech 
Locomotion: Graviton ens. Drone traits; AL owner; SV Fort +0, Ret 
Manipulators: Hand. +2, Will 40; AP +0; Rep +0; Str 10; Dex 
‘Armor: Resiium armor. 44; Con ~~; Int 10; Wis 10; Cha 5. 
‘Sensors: Class V sensor system. ‘Skills: Computer Use +4, Repair +4, 
‘Skill Software: Computer Use skill Feats: 

progit (8 ranks), Hide skil progit (8 

ranks), Mave Silently skill progit (8 ‘The Interceptor X1 Tech Drone has the 

ranks), Language chip (Japanese), following systems and accessories: 
Feat Software: Frame: Federated States’ Interceptor 
Ability Upgrade: Dexterity upgrade ‘Tech Drone Frame (Smal) 

2) Locomotion: Propeller (ai. 
‘Accessory: Vocalizer. Manipulators: Claw. 


‘Armor: Duraplastic armor. 
‘Sensors: Class ill sensor system. 
‘Skill Software: Computer Use skill 
‘Sensor Range: 40 fect. chip (4 ranks), Repair skil chip (4 ranks) 
‘Applicator Range: 15 feet 


Interceptor X1 Tech Drone (PL 7) 
‘The Interceptor X1 Tech Drone, bult on 
‘a robot frame manufactured in the 
Federated States, is ane af the most 
‘common mass-produced Tech Drones. 
Several thousand Interceptors were ‘Applicator Range: 15 feet 
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‘Table 12-1: Tech Drone Frames 


ragentyont a8 anuno ok 
ragonty2 20 umm sk 


‘New Robotic Components 
‘The components described below are 
specific to the Dark Horizons universe 
‘campaign setting 


Graviton Lens (PL7) 
‘This component allows a robot to fly 
fairly well by projecting an energy field 
‘around the Fobot that bends gravitons 
(much as an optical lens bends light. 
Because the power consumption of this 
field increases exponentially with mass, 
itis effective only on robots of Medium 
size or smaller. 

Base Speed: Fly 20 feet (good). 


26 


Purchase DC: One-half the base 
purchase DC of the robot's frame. 


Landing Arm (PL 7) 
This manipulator was designed for a 
Tiny or Small lying robot, to be used as 
‘hand during fight and as a landing 
‘gear while at rest. When used as a 
manipulator, the landing arm functions 
lke a claw. When a fying robot with a 
landing arm is on the ground, ithas a 
‘ground speed of 10 feet 

Damage: Lethal slashing or non-lethal 
bludgeoning of 142 for Tiny robots and 
4143 for Small robots, 

Purchase DC: 12 + one quarter of the 
base purchase DC ofthe robot's frame. 
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Chapter 11: Vehicles 


hile sme ae no fnger in cammon Aerodyne Vehicles and 
usage, all of the vehicles found in the 

120 Modern Roleplaying Game and azo Equipment 

Future can be used in this campaign aCRREEPED 


‘setting: in adltion, the Dark Horizons 
universe offers the vehicles described 
below. 


‘As space travel became common, it was 
inevitable that someone would develop 
‘personal vehicle capable of traveling 


not only across a planet, but also 


The Graviton Flux Engine (PL 7) through ts atmosphere and even above 
Like the intemal combustion engine, the | {hugh is atmosphere and even 
Graviton Flux Engine (GFE) Aerodyme Vehices (one ofthe largest 
revolitorized the word and forever Pelee ae asp ta 
changed the way mankind moved and ‘the most significant breakthroughs in 
worked. The GFE generates a column transportation since the conception of 
Of disurbed grevtans beneath above the automobile, Within five years of that 
‘ich a vehicle ean ge at incredible theater: Wii ve ee cl 
Speeds, at distances from the round ee eee 

ranging from a few inches towell over a scan er oe OE 
mile. Vehicles powered by the GFE, Omnicar and other hovervehicles is the 
deliver everything from cargo and Omnicar’s ability to leave a planet's: 
aesengere in Genk end cegiueticn atmosphere and enter orbit. Like other 
with unprecedented ease. After fighting hovervehicles, the Omnicar is restricted 
it for centuries, mankind has finally ‘to an altitude of 5,000 feet or less while 
conquered gravy, courtesy ofthe GE. | 12.4, ate of S000 feet ot ess whe 


permit from the planet's orbiting station 


Dark Horizons Universe Campaign Setting 


(which is generally quite expensive) an 


Omnicar is allowed to leave the planet's Vulean (PL 7) 
‘atmosphere. Once in space, the Though the Omnicar was never 
limitations of both the GFE and the intended to have firepower and 
Omnicar’s onboard life suppart systems weapons are not sold with the car, some 
make the Omnicar capable of only short more adventuresome drivers add their 
fights (roughly the distance from the ‘own “offensive driving” capabilities, 
Earth to the Moon). The Omnicar takes ‘courtesy of a thriving black market. The 
up an area 2 squares wide and three \Vulean, a §.56mm machinegun which 
squares long ‘can be mounted behind the gril ofthe 
Ommnicar, is a popular choice for this 
Crow | Pass. | Cargo | _waneuver purpose. 
nO no FETT) — Teast 
s ” a Resa) 
‘Omnicar Booster (PL 7) 
For Omnicar divers wanting a litle extra 
speed, a booster (purchase OC 22) is 
readily available. When activated, the 
booster gives +60 to the Omnicar's top 
speed for i round. A booster can be 
Used twice before it needs to be 
refueled. One filup of booster fuel has 
a purchase DC of 17. 
‘The Omnicar-G (PL 7) trades passenger capacity and speed 
Soon afer its release of the Omnicar, {or ight armor and the addition of a gun 
‘Acrodyne released a military version, turret with a Rapier gun. The Omnicar-G 
known as the Omnicar-G (G for takes up the same amount of space as| 
‘gunship), based on the successful the civllan Omnia. 
design of the original. The Omnicar-G 
zi L 2 0 20 2) 


nO 20 5 t my mG) 
a8 
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New Land Vehicles 


‘Abolisher It Main Battle Tank (PL 7) above an alttude of about 100 feet 
Developed by interstellar Ams (an unless its driver is wearing a 
independent weapons manufacturer) the pressurized suit with an independent air 
‘Abolsher is named after a tank used by ‘supply. It occupies an area 3 square 
the Federated States in its war withthe wide by 2 squares long, and provides 
‘Confederation in 2160, The GFE- 2596 cover to its occupant. 


‘equipped AbolisherIlis able to reach an 
altiude of 100 feet and can cross any 
terrain, including open water, its 
primary weapon is the Abolisher Main 
‘Cannon; it also possesses one open 
weapon mount. The Abolisher I 
‘occupies an area 3 squares wide by 4 
‘squares long, and provides 100% cover, 
to its occupants. 


Ravage Fast Assault Vehicle (PL 7) 
Designed to get a smal force of infantry 
in and out in a hurry, the Ravage is a 
‘smal, lightweight, all-terrain vehicle 
‘capable of protecting its occupants as 
‘well as delivering them quickly. Its 
maneuverability and speed make it the 
perfect special ops strike vehicle. The 
Ravage has two open weapon mounts, 
‘one centered in the back and one for the 
‘ont passenger. The Ravage occupies 
fan area 2 squares wide by 3 squares 
long, and provides 25% cover fo its 
‘occupants. 


HK Striker (PL 7) 
‘This hunterfkiler-style ground vehicle is 
designed to swift close in on a target 
‘and attack with its single heavy particle 
beam. it occupies an area 2 squares 
wide by 3 squares long, and provides 
'50%6 caver to its occupants 


Osprey Hover-Bike (PL 7) 

‘The Osprey haver-bike uses a single 
‘gytoscopic whee! for ground travel, as 
well as a compact version of the GFE 
(similar to that found in the Omnicar) for 
fight, Unlike the Omnicar, the Osprey is 
incapable of traveling outside the 
‘atmosphere. In addition, because of the 
{thinning atmosphere, it cannot be used 
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Land Vehicle Accessories 


Umbrella Defense System (PL 7) 
When the age of smart weapons 
reached its pinnacle, these weapons 
‘could be directed with precision to any 
«given square foot of space anywhere on 
Earth. Eventually, though, the 
‘development of smart weapons reached 
‘plateau, and weapons experts began 
to design and deploy complex 
‘computer-controlled defense systems 
such as the Umbrella Defense System, 
Mounted on the back of a taller or 
similar vehicle, the Umbrellas attached 
{othe end of a long mast that is raised 
above the particular area in need of 
protection. Ifthe Umbrella's computer 
‘Sensors detect an incoming projectile, 
‘an omni-directional prism at the top of 


‘Table 10-2: Land Vehicles 


the mast fires a laser into the air, 
destroying the threat before itcan reach 
the ground. Characters standing within 
150 eet of the Umbrella defense system 
are protected from all incoming non- 
‘energy projectile attacks, granting them 
nine-tenths cover (for more detail on 
‘cover, see Chapter 5: Combat of the 
420 Modern Roleplaying Game) 


Hellfire Rockets (PL 7) 
Helfire rockets are launched from a 
‘single-use launcher system that can be 
mounted on any military land vehicle of 
Crew size 3 or greater. Located in the 
head of the Hellfire rocket is a nanite 
tracking system capable of locking onto 
targets. A character using the Hellire 
racket gains a +2 to his attack ral 


‘Table 10-3: Land Vehicle Weapons 


TT) 
2ooga 8 sk Res) 
wou) 9 uw Le MG) 
mo) 308M Le) 


witty suo a) Fee amok 


‘Table 10-4: Land Vehicle Ammunition 


90 


SMe 250 22m) 
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New Marine Vehicles 


Lamprey (PL 7) 
In 2180, after an extensive review of the 
Eastern Confederation's Dazhdbog 
Project, the institute of Miltary Research 
released the Lamprey, a submersible 
fighter capable of traveling at 180 mph 
underwater, The Confederation relies, 
heavily on the Lamprey to defend its 
cities on the Confederation planet 
Alanis. 

By using a technique called super 
cavitation, the "subjet’ vaporizes the 
‘water at its nosecone, encasing the sub 
in-a bubble of air through which it then 


‘Table 10-5: Marine Vehicles 


lies". Though not very maneuverable, 
the Lamprey is unmatched in speed 
while submerged, making it vitally 
impossible to hit, 

The Lamprey cartes a forward-tacing 
launcher ihich fires super-cavitating 
‘Swordfish rockets (purchase DC 20 for 
‘a magazine). Its impervious to attack 
‘rom any weapon or vehicle not 
designed for submersible combat. The 
Lamprey occupies an area 4 squares 
\wide by § squares long, and provides 
75% caver to all ts occupants, 


‘Table 10-6: Marine Vehicle Weapons 


New Air Vehicles 


Condor Jet (PL 6) 
The Condor has a long reputation of 
safety and reliability. Though one of the 
few remaining aircraft sil imited 10 
‘operating only in an atmosphere, itis 
‘one of the top-selling civilian jets on the 
market ~ a favorite of the wealthy of 
both Earth and Mars. The Condor takes 
up an area 20 squares wide (including 
‘wings; fuselage occupies 2 squares) by 
26 squares long, and provides 75% 
‘coverage for passengers and 50% 
‘coverage for crew. 


‘Table 10-7: Air Vehicles 


Raven Cargo Jet (PL 6) 
When large cargo must be moved 
‘acfoss a planet, the massive wings and 
six engines of the Raven cargo jet are 
up to the challenge. The Raven's cargo 
‘capacity is much higher than that of any 
‘other jet available. The Raven takes up 
an area 40 squares wide (including 
‘wings; fuselage occupies 3 squares) by 
50 squares long, and provides 50% 
‘coverage for crew. 


Come 2 2 200B tt SANG) G5 5S GD Leta) 
Rien 40 50000 4-4 er) 
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Chapter 12: New Starships 


‘The Federated States’ introduction in 2300, the starship was no longer just for 
2068 of the Mustang fighter changed the fighting: infact, it had become just as 
‘scope of warfare. These new aerospace ——_-much a part of everyday life as the 
fighters were capable of reaching airplane was during the 21st century. 
‘escape velocity and of atmospheric re- Inaddition tothe starship subtypes 
‘entry, and they arrived at their found in d20 Future, the new starships 
{destinations ready to fight. Though not described below aré available for use in 
a effective as their modern-day the Dark Horizons universe. For more 
‘counterparts, these early starships information on starship basics and on 
presented a new threat to targets on the reading these descriptions, see Chapter 
‘ground, in the air, and in space. By 7: Starships in d20 Future, 
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Interceptor-class fighter (PL 7) 
Midpoint Aerospace Works! basic fighter 
was designed to be upgraded by the 
‘buyer. This Intercepror-class fighter is 
fast and maneuverable in an 
atmosphere, but really bares its fangs in 
‘space. Two adrenaline drive thrusters 
are slung under the fuselage, while 
direct particle drives adorn each of the 


wingtips. 


‘ype: Untoht 

‘Subnype: Falter 
AutoplotDetene: 6 

‘i Dee 520 (159) 


‘Attack: 


Sie ape (28) 
“aati Speed: 4500. 
a) 

eign 32.008, 
“Tagen Syste Bonu: 


Crewe acet32) 
Passenger Capacity: 0 
‘cargo Capacity: 0008, 
Grapple Moder: +0 


Restriction ita (0) 


2 fie-linked shriek cannons (12412) 


and 


‘Lneutron gun (648) 
‘Attack of Opportunity: None 


Design Specs: 


Engines: Direct particle driv, 


thrusters 
‘Armor: Ablative 


Defense Systems: Improved damage 
‘control (2d10), magnetic field 

‘Sensors: Achilles targeting system, 
class Vil sensor array 

‘Communications: Mass transceiver 


Weapon: 


firesinked shriek 


‘cannons (range inc. 6,000 ft), 1 
neutron gun (range incr. 5,000 ft) 
Grappling Systems: None 


Titan-class fighter (PL 7) 
Midpoint Aerospace Works’ Titan-class 
fighter is designed to deliver a crippling 
biow to starships much larger than itset 
= not by engaging in direct combat 
(larger starships are virally 
invulnerable to fighters themselves), but 
by delivering the new Titan anti-ship 
bomb at close range. While stower than 
most present-day fighters, the Titan 
class fighter is ideal for geting in close. 


to launch the Titan, 


‘ype: Union 

‘Subrype: Fates 
Autopilot Detene: 6 

oe 10120 (2009) 


Size Gargantua (428) 


“actin Speed: 40008 
oy 
Leng: ee 


Weigh 32,000 
Taoeng System Bont: 
rene 1 (acesi2) 
Pastenge Capacity 
‘argo capacity: 150015 


esto: Mita (2 


ed plasma cannons (2108) 


‘L mass cannon (8412) 
Attack of Opportunity: None 


Design Specs: 


Engines: Direct particle driv, 


thrusters 


‘Armor: Neutronite 
Defense Systems: Improved damage 
‘control (2d10), magnetic field 
‘Sensors: Targeting system, class V 


sensor array 


‘Communications: Mass transceiver 
‘Weapons: 2 fire-linked plasma 

‘cannons (range incr. 3,000 ft), 1 mass 

‘cannon (range incr. 5,000 f.) 
‘Grappling Systems: None 
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‘Nebula-class fighter (PL 7) 
27?-century space combat relies heavily 
fon sensors and computer systems. The 
"Nebula-class fighter, heavily loaded with 
Jamming devices and electronic counter: 
‘measures, was designed to fight as part 
(of a wing; its role is to disrupt modern 
‘combat fo its opponents. Any friendly 
ship within a 3,000-foot radius of the 
"Nebula-ciass fighter teceives +2 0 its 
defense (the Nebula does not receive 
this bonus), 


‘ype: Unione ‘Ste organ (42) 
yuey Telia Speed 3508 (2 

‘subtype: Fa iy 

Daten: 20 Length: 4 et 


too en eg oan 


‘Autopilot Deen: 10 Tage Systm Bonus: 


ardent: 20 Crew: 2 (e088) 
Dice: E20 (120s) Passenger Capaiy: 2 
Initiative Modi +0 Cargo Capacity: 50s 
Plot's Class Bonus: +7 Grapple Moir: +8 


Quer AtaeK BOM pesto lin (2) 


Attack: 
‘shriek cannon (8410) 
‘Attack of Opportunity: None 


Design Specs 

Engines: Direct particle driv, 
thrusters 

‘Armor: Polymeric 

Defense Systems: Improved damage 
‘control (2410) 

‘Sensors: Class Vil sensor array 

‘Communications: Mass transceiver 

Weapons: 1 shriek cannon (range 
iner. 6,000 ft) 

Grappling Systems: None 


Hammerhead-class cruiser (PL 8) 
‘This cruiser is the most commanly-seen 
starship in the galaxy. About 850 feet 
long, relatively inexpensive, and faster 
than most other starships, the 
Hammerhead:class cruiser is often 
perfect for independent partes just 
entering space. 


‘ype: asunwsgh Size: Colossal (28) 


“ate Spd: 500% 
ssigpescnce al 
Deleoe:7 Let 5 et 
FttctedDefede$ wage 40:00 
tapet tense? T2oHing System Bone: 
nes 20 cree 150 ee 1) 
cr: 2020 O00 passege capt 20 


nitive Meier: 0 Sarge Capi: 1.500 


@ 


Attack: 
Battery of heavy maser cannons 
(1648) and 
battery of 2 flak driver quns (8410) 
‘Attack of Opportunity: 
Pointdefense system (341210) 


Design Specs: 
Engines: Mass driver engine, helium- 
plasma drive 
‘Armor: Polymeric 
Defense Systems: 1 chaff launcher 
(@ chaff bundles), 1 decoy drone 
launcher (@ drones), improved autopilot 
system, improved damage control 
(4010), point-defense system 
‘Sensors: Class Ill sensor array, 
improved targeting system 
‘Communications: Mass transceiver 
Weapons: Battery of 3 heavy maser 
‘cannons (range incr. 8,000 f.), battery 
(of 2 flak driver guns (range incr. 3,000 ft) 
Grappling Systems: Grapplers. 
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Leviathan-class battleship (PL 8) Capital-class star carrier (PL.8) 
‘A staggering 1,500 feet long, the ‘The Captal-class star carrier is the 
“Leviathan-class batieship does justice largest ship every deployed in the Dark 
twits name. This starship isthe Horizons universe. Almost a quarter of 
backbone of most military fleets in the ‘amie long, a Capital-class star carrier 
Dark Horizons universe, is an impenetrable fortress in space. 

Even a Leviathan-class battleship would 
Type: Hey Size: Cosa (4s) ‘un from this mighty sti. 


STE 
pon comme om taeeiiate 
‘Flabfooted Defense: 5 Weight: 190,000 tans —— O39) 
repre prey MST ET 
ra 2 ‘Flabfooted Defense: 7 Weight: 475,000 tors 
SS sn ee 
he) Seren ied “Mardness: 40 Crewe: 1,800 (expest +8) 
Eee | See - 
s woe TOO 
ECE =e eeresanr enn 
a oeermenoeresnn 


2 Deter ere Plas DexModier: 4 ase Purchase DC: 82 
Attack: lepene sor 
Battery of 5 mass cannons (8d12) and 


battery of 5 maser cannons (1248) 


Restriction: Mia (2) 


and ked flak driver guns (12d10) 
flak driver qun (8410) 
‘Attack of Opportunity: Battery of 4 heavy mass cannons 
Pointdefense system (4d12x10) (20412) and 
Battery of 4 heavy maser cannons 
Design Specs: (1648) and 
Engines: Mass driver engine, Battery of 2 starioad missile launchers 
thrusters (2048) and 
‘Armor: Cerametal 4 fire-linked quantum cannons (2848) 
Defense Systems: 1 chaff launcher Attack of Opportuni 
(@ chaff bundles), 1 decoy drone Point-defense system (5d12x10) 
launcher (@ drones), improved autopilot 
‘system, improved damage control Design Specs: 
(6010), point-defense system, magnetic Engines: Mass driver engine, 
field, sensor jammer thrusters 
‘Sensors: Class Vil sensor array, ‘Armor: Neutronite 
improved targeting system Defense Systems: 1 chatf launcher 
‘Communications: Mass transceiver, (@ chaff bundles), 1 decoy drone 
<ivesat comm array launcher (8 drones), improved autopilot 
Weapons: Battery of S mass cannons _system, improved damage control 
(ange incr. 5,000 ft), battery of § maser __—_(6d10), point-defense system, magnetic 
‘cannons (range inc. 6,000 ft), 1 flak field, repair drones, sensor jammer 
<river gun (range incr. 3,000 ft.) ‘Sensors: Class Vill sensor array, 
Grappling Systems: Grapplers, improved targeting system 
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‘Communication: 
<ivesat comm array 

‘Weapons: 2fire-inked flak driver 
‘guns, 1 battery of 4 heavy mass 
‘cannons (range incr. 6,000 ft), 1 battery 
(of 4 heavy maser cannons (range incr. 
£8,000 ft), 1 battery of 2 starload missile 
launchers (16 missiles) 4 frelinked 
‘quantum cannons (range iner. 6,000 f.) 

Grappling Systems: Grapplers. 


lass transceiver, 
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‘New Starship Engines Direct Particle Drive (PL7) 
in adtion tothe starship engines found _—_‘The direct parle dive uses an 
im d20 Future, you can play with sb electromagnetic accelerator much like 
types of starship engine specific tothe that used inthe mass diver engine, only 
Dark Horizons universe. For more much smaller. The engine turns stored 
information on basi starship propulsion, reaction mass ino thrust by accelerating 
‘see Chapter 7: Starships in d20 Future. its panicles and expeling them through 
Yectored nozzles. Because the direct 
Helium-3 Plasma Drive (PL 6) particle drive uses stored “fuel” for 
‘The helum-3 plasma drive isan feaction mass and requires no oxygen, 
Upgraded version ofthe fusion torch itis effective for either atmospheric or 
fengine (see Chapter 7: Starships in 20 Space fights. However, when a starship 
Future), Helum-3, though harder to Uses this drive within an atmosphere, it 
‘acquire than hydrogen, has a much loses the tactical speed bonus granted 
higher rate of fusion, giving a starship by the drive. A ship that uses the direct 
using this fuel a higher mass-trust ratio, __—aMtcle drive ass primary source of 
Because of the enormous amount of Propulsion must refuel after either five 
radiation expelled trom the engine of a bales or one interplanetary wip. Fuel 
Starship using ths fuel, this dive can for the diect particle dive has a 
never be used in an atmosphere, A ship Purchase OC of 27 
that uses the hellum-3 plasma drive as Minimum Shi 
its primary source of propulsion must Tactical Speed Bonus: 
refuel after ether four baties or one 2 square). 
interplanetary trip. Fuel fr the helium-3 Purchase DC: 10 + one-half the base 
plasma drive has a purchase OC of 25. purchase DC of he starship. 
Minimum Ship Size: Colossal 
Tactical Speed Bonus: +1,000 feet Graviton Flux Engine (PL 7) 
(2 squares) Designed for smaller starships that are 
Purchase DC: 10+ one-half the base _intended only for shor tris, the gravton 
purchase DC of the starship. flux engine gets its name from the 
fluctuations it creates in a gravitational 
‘Mass Driver Engine (PL 7) field, The graviton flux engine cannot 
Like the particle impulse engine, the ‘operate in the absence of a relatively 
nase driver engine uses art ‘stfong gravitational field (such as that 
electromagnetic accelerator known asa __-—~near a star or planet), but its technology 
mass diver to propel reaction mass to ‘works very well for shutles and 
high velocities and expel it for thrust. launches. 
‘The mass driver engine uses cosmic Minimum Ship Size: Large. 
matter collected from space for its fue. Maximum Ship Size: Gargantuan 
‘Tis is one of the two mast commonly. Tactical Speed Bonus: +0 feet. 
used starship engines in the Dark Purchase DC: 10 + one-half the base 
Horizons universe. purchase DC of the starship. 


Minimum Ship Size: Colossal 
‘Tactical Speed Bonus: +1,500 feet 
(3 squares) 
Purchase DC: 10 + one-half the base 
purchase DC of the starship. 
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‘Quantum Electrino Drive (QED) (PL 8) 
‘The quantum electiino drive, or QED, is. 
‘one of the most commonly-used 
Starship engines in the Dark Horizons 
universe. The QED uses super-cooled 
hydrogen to begin a complex process 
‘that maves a starship instantly from one 
Point in space to another. (More 
information about this process can be 
found at the end of tis section.) 

In order for a starship to achieve a 
‘successful jump using the QED, the 
ship's destination must be mapped prior 
tothe jump. Using the QED near a 
‘significant mass (such as within a solar 
‘system) introduces uncertainty into the 
‘complex calculations that are needed to 
plan a jump, and the result ofa risky 
‘QED jump is randomly determined by 
the GM. 

‘The QED can be activated as a full 
round action by spending 4 action points. 
After a jump, the ship cannat make 
‘another jump for § hours as the QED 
‘cools down. After § jumps, the QED 
must be refueled (purchase DC 385). 
Because the QED does not create any 
thrust, a starship using this drive for 
long-distance space travel must have 
another form of propulsion as well 

Minimum Ship Size: Colossal 

‘Tactical Speed Bonus: +0 fect. 

Purchase DC: 15 + one-half the base 
purchase DC of the starship. 


Limited Void Drive (LvD) (PL. 8) 
While the QED requires a fusion 
reaction too large for smaller starships 
to generate, Gargantuan starships can 
be outfitted with the limited Void drive 
(LVD) fora similar effect. In place ofthe 
‘QED’ large proton-proton fusion 
feactors, the LYD uses a specialized 
‘energy storage system to create its 
tistuption field. Each LVO is limited to 
‘one jump through the Void before it 
must be recharged. Each recharge of 
the LVD has a purchase DC of 5. 
Minimum Ship Size: Gargantuan. 
‘Tactical Speed Bonus: +0 feet. 
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Purchase DC: 10 + one-half the base 
purchase DC of the starship. 


The Science of the QED 


‘The Kerwood Theory 
‘Tara Kerwoad, a well known 
astrophysicist, published her 
revolutionary theory in 2201. tn this 
historic paper, she theorized that the 
four dimensions of space and time ~ the 
‘framework upon which our perception of 
reality is constructed ~ are held together 
only by a very delicate balance between 
mass and energy, and that if that 
balance were to be disrupted, the 
relationships among those dimensfons 
would be altered. In the presence of 
‘enough raw energy, she explained, that 
balance would be at least lacally and 
temporarily upset, causing the 
relationships among the four dimensions 
(and with them ‘reality’ as we know it) to 
destabilize. This destabilization in the 
presence of high energy levels is now 
known as the Kerwood Reaction. 

She postulated further that the 
“location” of an object in three- 
dimensional space was merely a 
function ofthe relationship between the 
‘object's mass signature field and the 
resting, or balanced, state of the four 
dimensions against which we 
understand the concept of location, and 
that an object's mass signature field is 
fluid inthe case that the four dimensions 
‘of space and time are notin that resting 
state. 

Kerwood described an abject with a 
fluid mass signature as “in the Void" — 
that is, experiencing a state of 
disconnect from reality as we know i 


Project Stribog 
In 2247, scientists on the Eastern 
‘Confederation’s Gaspra Outpost put 
Kerwood's ideas into practice. The end 
result of Project Stibog, as they called it, 
was the quantum electrino dive, a 
device that uses proton-proton fusion to 
produce a massive feld of energy 
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‘surrounding a starship. Atthe same relax to thelr resting state, the starship 
time that this fusion wiggers the re-emerges from the Void at a new 
Kerwood Reaction, a computer within location in three-cimensional space. 
the drive activates a transponder which ‘The ship's new location isa function of 
alters the ship's mass signature fel. the specific manner in which the ship's 
When the dimensions of space and time -_-mass signature field was altered 


The Void ‘our perception of reality, These groups 
While the QED has revolutionized space _beleve that traveling through the Void is 
travel, litle Is known about wat actually at best dangerous and at worst evil 
transpires when a starship enters and because those things could manifest in 
‘exits the Void, Because nothing exists, ‘our realty as a result of the disturbance 
in the Void, there is no concrete sensor that allows an object to enter the Void, 


data describing what happens. Once 
the balance between mass and energy 
has been disrupted, an object can enter 
into a realm that is not governed by the 
rules of realty (for this reason, the Void 
is better described as a lack of reali’ 
than as an actual location). The most 
‘common hypothesis is thatthe Void is a 
‘chaotic realm where the rules of physics 
do not apply. 

‘A more radical idea, held by members 
cof some fanatical groups, is that the 
\Vold contains entities that do nat ft into 
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‘New Starship Weapons activated, the MBS releases a long 
In adaton tothe starship weapons tungsten rod, or arrow, thats guided 
found in d20 Future, starships in the towards the target by onboard targeting 
Dark Horizons universe can use the sofware. This sofware gives the MBS a 


+1 equipment bonus on attack rolls. On 


‘weapons described inthis section. For 
‘a successful hit, the “arrow deals 10012 


more information an basic starship 


weapons and their use in starships, see _—_(65) points of balistic damage to its 
‘Chapter 7: Starships in d20 Future. {arget. Each MBS contains 4 “arrows” 
‘and has a Defense of 5, a hardness of 
‘Cargo-Based Weapons Delivery 10, and 40 hitpoints. 
‘system (PL7) 
Titan Missi 


‘Aerospace fighters have proven eL7 
ineffective for inflicting serious damage Titan Weapon Systems’ Titan missile 


haga stsishaga Hideel a ghia was the first anti-ship “bomb’, designed 


‘small size and maneuverability make to bring down large starships with only 
‘wel suited to ant-starship roles not ‘one or wo hits. Once delivered to a 


Frching dies Gobel A ppar cs target starship, the Titan attaches itself 


be re-purposed for anti-starship use by to the starship hull, Thera fist 

the installation of a cargo-based ‘Generator within the missile creates a 
ssaapinas oma ayaurnin sa a magnetic field behind the missile’s 

hold, Once insaled, the system can proton fusion warhead, at which point 
‘cept a wide range of system. {he warhead is ignited. the field 
‘compauble weapons. In order to re- ‘generated by the misie i larger than 
purpose a fighter in this way, it must. the hardness of the starship, the 
possess enough free cargo Space to missile's entire damage is applied to the 
hold the 50010 delivery system along target, Ifthe field fs not larger than the 
‘with the selected weapon (for example, starships hardness, the damage to the 


fighter with a 1,500-b cargo capacity Stocship is redieed hal 

‘ean carry both the delivery system and a ‘The Titan missile itself has no 

1,000 Ib weapon). propulsion system, which makes it 
fextemely inaccurate heyond 500 feet. 

‘Meteor Bombardment System (PL. 7) 

\When massive combat operations ‘Shrick Cannon (PL 6) 

happen planet-side, the frepower of a ‘This weapon is named for the shrieking 


starship is often useless ~ or was, until ‘sound made by the passage of tungsten 
‘ha devokcianesd of the weleor Stilettos through is Barrel when i is fired. 
bonbardiosse sjsu QUES). Crise While the projectiles do not possess 
deployed, the MBS can be activated by ‘explosive warheads, their high density 
personnel on the ground, meaning that ‘and extreme velocity can rip holes 
{he starship can leave to do battle ‘through the hulls of fighters. 
elsewhere. 

‘The deployment of the MBS is much Flak Driver Gun (PL7) 
like that of mines in that it requires a ‘The flak driver gun is an anti-ighter 
Slarship to be equipped with a minelayer weapon for large starships. Using the 
(see Chapter 7: Starships in d20 Future), __ Same technology as the rail qun (see 
‘An MBS is deployed, as a move action, ‘Chapter 3: Gear in d20 Future), it res 
in a 500-foot square in orbit of a planet ‘small tungsten rods at an extremely igh 
‘Activation of a deployed MBS, ether by fale, From the perspective ofa fighter 
the starship or by personnel on the {acing the flak diver gua, the barrage of 


‘gourd i ar aie acon Wher, tungsten rods creates the illusion of a 
\wall of metal between fighter and gun. 
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‘The flak driver gun did not see missile made fighters a real threat to 
widespread use by large starships until those ships. 
the advent of weapons such as the Titan 


‘Table 11-1: Titan Missile 
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‘Table 11-2: Starship Weapons 
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Other New Starship 
Equipment 


‘Mercury Satellite Grid (MSG) (PL 7) 
‘The Mercury satelite grid (MSG) was 
designed to give colonists on newly- 
‘settled planets a sense of their 
‘surroundings. The MSG serves as both 
‘a secure communication system (with @ 
maximum security evel of +5) and a 
‘surveillance tool. Over time the system 
has come to be used not only as an 
‘exploration tool but also as a military 
tool. The MSG is deployed from a 
Starship in ofbit as a move action. The 
presence of the MSG on a planet allows 
‘anyone on that planet with the Mercury 
‘satelite link to gain a +2 to Navigate 
‘checks and +2 to Survival checks. 
Purchase DC: 38. 


‘Mercury Satelite Link (PL 7) 
‘The Mercury satelite link (MSL) is used 
in conjunction with the Mercury satelite 
‘id. A character in possession of the 
MSL on a planet with the MSG in orbit 
{gains +2 to Navigate checks and +2 0 
Survival checks. The MSL can also act 
‘as a GalPos Device (for more 


information about the GPD, see Chapter 
13: Gear in 020 Future) 
Purchase DC: 14. 


Planetary Customs Permit 
‘The constant flow of people and cargo 
between Earth and Mars prompted 
Midpoint Station officials to claim control 
‘of customs for both planets. In order for 
any ship to leave the atmosphere of 
‘ether planet, it must have a Planetary 
Customs Permit. Anyone attempting to 
leave a planet without the appropriate 
permit is quickly picked up by Planetary 
Customs. 

Purchase DC: 26. 
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Par and ote seve as shipyards, erin 
Chaplet 1S: fabreators Planetside seaport rtm obi, or 


In the Dark Horizons universe, building spacecrat. 


fabricators are the toa! af choice for 
technology-oriented classes (the ENT, 
the Free Trader, and the Encoder, 
whose fabricator i integrated into his 
Tech Drone). Using a fabricator, a 
member of one of these classes can 
Create useful items and effects. 
Fabricators use advanced nenucompunas. 


‘Afabvicator's power bay accepts a 
nanotechnology, and are considered PL tor are bay ore 


its resource bay accepts any material 
resources required by a Tech Program. 
(if program requires rare or unusual 
resources, these resources are listed in 
the program's description). 

‘The deployment bay of a fabricator is 
where the “magic” happens. The 
{deployment bay makes up about one 
third ofa fabricators size, and its inner 
‘chamber hauses the nanites carry out a 
Tech Program's directions. The 
deployment bay opens to give access to 
‘completed solid object, and feeds a 
‘completed fui into an applicator. 

‘A fabricator is controlled via its 
Interface. Most portable fabricators have 
‘a manual interface (in addition tothe 
manual triggers and locks for loading 
resources, opening the deployment bay, 
nd fring the applicator nozzle). A 
‘character with a wireless Core upgrade 
‘can equip his fabricator with a wireless 
Interface. Both types of interface require 
‘screen unless the fabricators user has 
‘a Core upgrade that can handle optical 
input. Most modern fabricators use a 
tactile-holographic screen, although 
‘some larger fabricators still use a 
physical touch-screen interface. 

‘A fabricators integrated nano- 
‘computer is buit right into its memory. 


Fabricator Features 
Al fabricators share several features: 
power bays, resource bays, deployment 
bays, applicators (described in the next 
‘section, interfaces, memory (described 
in a later section) and integrated 


Fabricator Types 
‘A personal fabricator is Small in size 
‘and usually carried Ike a side-arm. In 
fact, this tool often resembles a pistol or 
‘a bulky gauntlet, Early personal 
fabricators had a layout similar to that of 
afield medie's kit, but current madels 
‘are more practical in design. Members 
of the Tech classes usually carry 
personal fabricators. 

‘A ‘backpack’ fabricator is Medium 
‘ize of Large in size, and is worn 
strapped 10 a character's back. Although 
much heavier (and therefore less 
convenient) than personal fabricators, 
“backpack” fabricators also have more 
‘expanded memory slots and larger 
resource receptacles, and are capable 
‘of manufacturing arger tems. The 
applicator of a "backpack" fabricator is 
‘often mounted at the end of an 
‘extension of some sort, so that a 
‘character can use the fabricator without 
removing it 

Medium-size or Large fabricators that 
are fixed in place called fabricator 
appliances, while a mobile fabricator is 
‘one that has been built onto a vehicle. 
‘The size of a mobile fabricator is one 
size category smaller than that of the 
vehicle onto which itis mounted, 

‘Any fabricator between Large and 
‘Colossal in size that is fixed in place is 
referred to as a fabrication facilty 
Fabrication yards are Colossal 
‘Structures used to build huge machines, 


Applicators 
When a Tech Program produces a 
coating of some other fluid, that material 
is applied with an applicator. All 
fabricators have at least one applicator. 
‘On a smaller fabricator, the applicator is 
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often a prominent nozzle, while larger 
fabricators can have applicators at the 
‘ends of extendable robotic arms oF 
articulated hoses, 

‘An applicator has three primary 
‘modes of operation: it can spray a fuid 
in a particular direction or onto a surface, 
inject a fluid ito a person or object, or 
apply aliquid or gel to a surface in a 
‘controlled manner, as directed by a 
Tech Program, 

‘A spray of fluid from an applicator is 
‘cone-shaped; when a Tech Program 
creates a spray of fluid, the program 
<description includes the size of the cone 
(See Chapter 10: FX Abilties in the d20 
‘Modern Roleplaying Game for more 
detail about the area covered by an 
effect). The range increment of a 
fabricator’ applicator describes the 
distance a bolt or shot of material travels, 
‘when fired from the fabricators 
deployment bay. 

‘The target of an injection trom a 
fabricator’ applicator must be within 
touch range, and either willing or wath 
relatively exposed skin. A touch attack 
to inject a hostile target who is 
‘completely enclosed in a sult of heavy 
‘or powered armor has a 90% chance of 
failure, 

‘When applying material toa surface, a 
fabricators applicator actualy extends 
tendrils of inked nanomachines along 
with a low power spray of the material to 
be applied: the nanomachines guide the 
material into place. The fineness of the 
tendrils creates the illusion that material 
is flowing into place on its own, 


Fabricator Memory 
‘A fabricator's memory represents its 
‘capacity to run Tech Programs, which 
run the basic functions of a fabricator 
‘and enable ito create a wide variety of 
effects. Technicaly, fabricator memory 
‘exists in both compressed and 
‘expanded formats, but a fabricator's 
Memory stat expresses only how much 
‘expanded memory thas, measured in 
slots. (A fabricator can store an 
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unlimited number of Tech Programs in 
its compressed memory, but only 
programs laaded from compressed 
memory into expanded memory can be 
tun, meaning that the more expanded 
memory slots a fabricator has, the more 
programs it can run on the fy.) 

‘A character who wishes to load a 
‘Tech Program during combat must load 
the program into an empty memory sot; 
deleting a loaded program from an 
‘occupied expanded memory sit in 
‘order to create space for a new program 
is a free action. For a character with a 
wireless transceiver Core upgrade and a 
‘compatible wireless fabricator, 
beginning to load a program is a tree 
action. However, beginning to load a 
program into the expanded memory of a 
fabricator with a manual interface is a 
‘move equivalent action (so long as the 
manual interface is within reach). 

‘Once the process of loading a 
program has begun, one round per level 
fof the specific Tech Program is required 
to complete the loading process. The 
‘character may take other actions once 
the program has begun loading, 
including running another Tech Program 
‘on the same fabricator (so long as that 
program is already loaded into 
expanded memory). 


Resource Expenditure 
‘Three types of resources are expended 
in the running of a Tech Program: power, 
raw resources, and a character's ENC. 
Power and resources are limited only in 
‘extreme circumstances, so a character's 
ENC is most often the limiting resource 
(Gee next section) 

Power is almost never scarce in a 
setting at PL 5 or higher, and even when 
itis, a fabricator can run for weeks on its 
internal power supply. A character 
without access to a power supply can 
improvise by scavenging pawer from 
‘other devices or by attempting to make 
‘a chemical battery fom scratch using 
the Craft (chemical) skill (see Chapter 2: 
Skills in the 020 Modern Roleplaying 
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(Game). To make a battery, a character 
must craft both an acid and a base. A 
battery made with mild acid will power a 
fabricator for ane week; a battery made 
with potent acid will allow 1d4 weeks of 
use; and a battery made with 
‘concentrated acid wil alow 2d4 weeks 
of use, 

Material resources are limited only for 
‘a program which calls for a specific 
resource (with associated Wealth check) 
in ts description. Otherwise, anything 
that can be crammed into a fabricators 
resource bay from a pre-made 
resource pack to a broken chair leg or a 
fistful of rusty nals ~ can serve as raw 
material for a Tech Program. Since 
‘some Tech Programs create usable 
‘objects wit finite power supplies, users 
‘often recycle fabricator-made objects 
back into their fabricators after use. 
Virtually the only situation in which a 
‘character might run out of resources is 
\while floating in empty space, at which 
point resources are the least of his, 


Effective Nanite Charge 
Nanites (microscopic, self-reproducing, 
‘energy-metabolizing machines) housed 
inside a fabricator are directed by Tech 
Programs to produce the fabricators 
effects. Nanites build objects by re- 
‘combining their own atoms into any 
structure is required by a Tech Program. 

‘This atomic building produces no by- 
products or waste, and consumes very 
litle energy. However, many of the 
nanites themselves are lost during the 
fabrication process, and it takes time for 
fabricators nanite population to re- 
‘establish itself berween Tech Programs. 
‘fabricator must be placed into sleep 
‘mode for ts nanite population to return 
to its original level. 

‘A characters ability to run Tech 
Programs is dependent on both the 
‘characters skill with a fabricator and the 
fabricator’ capabilties. Each fabricator 
‘contains a finite number of nanites to 
create effects, but a skiled character 


(one with high class and Inteligence 
ENC bonuses) is better at conserving 
these nanites. Conversely, a character 
without a fabricator, or whase 
fabricators equipment ENC bonus has 
been reduced to 0, cannot run Tech 
Programs regardless of his skil 

‘A character's Effective Nanite Charge 
(ENC) indicates how many programs he 
‘can run before needing to replenish his, 
fabricator’ nanite reserves, This 
umber is determined by adding the 
ENC bonuses ofall his fabricators 
(given in the description of each 
fabricator) to his Inteligence ENC bonus 
land his class ENC bonus. The amount 
‘ofa character's ENC consumed by his 
running a given Tech Program is 
included in the program's description. 

‘A fabricator set to sleep mode 
replenishes its entre equipment ENC 
bonus in & hours, and takes one minute 
to reactivate. Ifa fabricator in sleep 
mode is reactivated before 8 hours have 
passed, it will have regenerated a 
percentage of its ENC equipment bonus 
proportional tothe percentage of the full 
Feplenishment time it was asleep (25% 
after 2 hours, 5036 after 4 hours, 759% 
after six hours). 

‘A character regenerates his class and 
inteligence ENC bonuses by resting for 
hours. A character who gets a ful 8 
hours’ sleep and ses his fabricators to 
sleep mode during that time will wake 
vith a full complement of ENC. 


Multiple Fabricators 
‘A Tech-class character can copy all of 
the Tech Programs he owns to each of 
his fabricators. in addition, the ENC 
‘equipment bonus of each fabricator 
‘owned by a characteris added to his 
lass and inteligence ENC bonuses to 
‘determine the characters total ENC 
bonus, so a character can increase his 
total ENC by acquiring mare fabricators. 
However, when running Tech 
Programs, a character uses up his class 
and Inteligence ENC bonuses first. 
‘That means that if he spends ENC using 
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‘one fabricator, he does not get bonuses 
the next time he uses a fabricator 


‘Sample Fabricators 


Fabricator Statistics 

‘Size: Fabricators range from Small to 
Colossal in size, depending on the 
fabricators function. 

Expanded Memory Slots: A Tech 
Program must be loaded into an 
‘expanded memory sot to be run 

ENC Bonus: Thisis the amount of 
ENC the fabricator adds to the total 
ENC ofthe character using the 
fabricator. Running Tech Programs 
expends ENC. 

Power Requirements: A fabricator 
requires a power source to run Tech 
Programs. ‘This power source can 
range from a small fuel cell to a 
‘connection to a power gid or generator. 

‘Applicator Range: A fabricator's 
applicator has a range increment, which 
{governs the distance a bolt of fabricated 
‘substance (including grenades, rockets, 
(or any projectile requiring a launcher) 
‘can be fred from a fabricator. A cone of 
material sprayed from the fabricator's 
applicator cannot travel further than the 
distance indicated by one of the 
applicato's range increments, even if 
the range of the Tech Program 
‘controling the fabricator is greater than 
this distance, 

Purchase D 
fabricator. 


he cost of a specific 


F-PLFS Standard Issue Pistol- 
Fabricator 

‘This fabricator is standard issue for 
Federated States ENTs working 
Earthside.Ithas a pisto-syle layout, 
with bright blue stripes along the barre! 
to distinguish it from a gun to help 
prevent friendly fre 


ENC Bonus: 
Power Requirements: Small fuel cell 


‘Applicator Range: 20 t. 
Purchase DC: 21. 
Weight: 3b. 


“Paladin” V2 Fabrication Gauntlet 
‘The Paladin gets its name from the way 
an ENT using this gauntlet style 
fabricator appears to be “laying on 
hands" while using it to heal injuries. 
‘The raw material storage and the control 
apparatus are arranged around the 
forearm, while the applicator and the 
fabrication chamber are arranged 
‘around the hand, The Paladin’s wearer 
‘actually creates the fabrication chamber 
by making a fist, and the object or 
substance being fabricated Iterally 
‘grows in the palm of the wearer's hand. 
(This is handy when fabricating throwing 
‘renades.) 

‘Size: Smal. 

Expanded Memory Slots: 6 

ENC Bonus: +12 

Power Requirements: Small fuel cell. 


Weight: 2 Ib. 


Grunt Pack-Fabricator 
This heavy-duty fabricator was designed 
primarily for use on construction sites. It 
‘consists of a backpack and a hose 
‘extension, which can retract completely 
into the pack for storage. The majority of 
the power and resource storage is 
‘contained in the pack, and both the 
applicator and deployment bay are 
located at the business end of the hose. 
‘his particular model is often used by 
Free Traders, because the extra weight 
is only a small burden in the low gravity 
‘environments in which they often trade, 

‘Size: Medium-size. 

Expanded Memory Slots: 8 

ENC Bonus: +18. 

Power Requirements: 2 small fuel 
cll, 

‘Applicator Range: 20 t. 

Purchase DC: 29. 

Weight: 8 ib. 
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Fabricator Accessories 


‘Magnetic Launcher 

‘When equipped to the deployment bay, 

this atachment tums a small fabricator 

into a projectile weapon capable of fring 

‘small grenades or metallic projectiles 

fabricated within the deployment bay. 
Purchase DC: 15 


Wireless Interface 

This upgrade allows a character with a 

wireless transceiver Core upgrade to 

interface wirelessly with his fabricator, 

allowing him to begin the loading of a 

new program as a free action, 
Purchase DC: 18 


ExMem Booster 
‘This attachment gives a fabricator extra 
‘expanded memary slots. 

Purchase DC: 25 per sit, 


FastMem Clip System 
This feature allows a fabricator to store 
‘expanded memory slots as clips", 
‘granting its user fast access to separate 
‘sets of programs. 

Purchase DC: 20 (FastWlem clip, 
receptacle): 16 (1 cip with § slots). 
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ENC Backup Cartridge 
‘An ENC backup cartridge contains a 
‘ingle slug of nanites that immediately 
recharges a fabricator’s ENC equipment 
bonus, so that a used.up fabricator can 
fun programs again without spending 
‘ny time in “sleep” mode. A fabricators 
ENC bonus cannot be increased beyond 
its maximum by use of an ENC backup, 
Purchase DC: 22 (5-ENC capacity) 
24 (L0-ENC capacity) 27 (20-ENC. 
‘capacity); 31 (50-ENC capacity) 


Resource Pack 
‘This clip of raw material is loaded into a 
fabricator’ resource bay. One resource 
pack contains enough raw material a 
{day of Tech Programs for is fabricator. 
‘The material in the clip supplies atoms 
{or standard fabrication up to the 
maximum ENC expenditure for the 
fabricator, But cannot stand in for any 
extra resources required by a Tech 
Program. 

Purchase DC: 6 


Fuel Cell 
Fuel cells power Smal, Medium-size, 
and Large fabricators, 

Purchase DC: 15 
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Chapter 14: Tech Programs 


Any suficienty advanced technology is ‘Sensor programs are used by 
Indstingufshabe trom magic. rom Encoders fo collect and interpret data, 
Hazards of Prophecy: The Failure of 
Imagination by Artur C. Clarke Tech Level 
‘This line indicates the level ofthe Tech 
Wile there is no magic inthe Dark Program, as well asthe Tech class or 
Horizons universe, the Tech classes classes able to run the program. 
(Emergency Nanoiechs, Encoders, and 
Free Traders) inthis setting can use Purchase DC 
thei fabricators to run Tech Programs, ‘The cost ofa Tech Program. 
the effects of hich are similar to (out 
not identical with) the effects of spels in —_-Restrictions 
‘ther 420 games. This chapter begins Some programs are either unavailable 
with general description of how Tech ‘onthe open market or unavailable to 
Programs work, and contains detailed Ungualifed buyers; any resticions are 
deseripions of each Tech Program as noted on this ne. 
well 
Hardware Requirements 
How to Read a Tech Program ‘The minimum hardware Fequited 1 ran 
Description ‘a program (@.,, a fabricator of a 
Each program description includes all ot _pattcular size, a Tech Drone, etc) 
the relevant pieces of information inthis 
section, Run Time 
‘The amount of ime needed to run a 
Program Name program Running a program can be a 
‘Theiname ofthe program, move action, an atack action, ora full 
‘ound action, or running the program 
ategaey an take an amount of me measured i 
‘Tech Programs are divided into fve rounds, minutes, or hours. Some 
categories: programs that use a fabricators 
Unity programs can be used by all pplicator include the application 
Tech classes (ENTS, Encoders, and process in the run time, Note that a 
Free Traders) As the name implies, program's runtime i distinct from the 
these programs use a fabicator's ‘uration oft effec. 
ables for uitarian purposes, creating 
Useful devices and effec Target 
“Mechanies programs are used by Some programs have a specific target 
ENTS todeal with various emergencies _—_of targets. Programs can be targeted 
iro aad of wignaning an ‘only at creatures or objects spectied in 
chemistry tis ne. A target must be visible or 
‘Biomedical programs are used by tangible to the runner (depending on the 
ENTS for the preparation and application __eation ofthe program) and 
fofvarious medical treatments and other specially chosen asthe program's 
‘organic compounds. target. (For example, the binding shot 
‘Software programs are used by program cannot be targeted generically 
Encoders to contol complicated atthe leader’ of a group of robots, 
softwarelhardware interfaces and create depending onthe program to identity 
‘tects, land stike te leader, instead, the unner 
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must identiy and be able to see the ‘Saving Throw 

rabot thats the leader, and specify that Tris line describes the the type of tow, 

robot as the program's target.) However, if any, that a program's target must 

the target need not be selected until the make to avoid some or all ofthe effect 

program has finished running, ‘of the program. For further details about 
Ifa program is run on an invalid target _—_the mechanics and types of saving 

(such as the smart cells program on a throws, see Chapter 10: FX Abilities in 

target other than a living creature), the the d20 Modern Roleplaying Game: the 

program has no effect. ‘saving throw against a Tech Program is, 

‘equal to 10 + the Tech Program level + 

Effect the runner's Int bonus. 

Some Tech Programs, instead of 

affecting a pre-existing target or an area, ENC Cost 

‘reate a material result (an object, a This line indicates the amount of 

liquid, oF a gas) called an effect. fa Effective Nanite Charge that is 

program's effects a distributed from an ‘consumed by running the program. 

applicator, the area over which the 

effect is distributed is described in the Descriptive Text 

‘same way that areas for spells are This text describes the end result of a 

described in Chapter 10: FX Abiities of successfully run program. 


20 Modern Roleplaying Game. 
‘Options and Upgrades. 


‘Area Many Tech Programs allow the runner 
Some Tech Programs affect an area to spend ENC above and beyond the 
instead of targeting an object or creature. program's ENC cost to improve the 
‘Areas for Tech Programs folow the effects of the program. A runner can 
‘same rules as areas for spells (see ‘spend no more ENC in this way than 5 + 
‘Chapter 10: FX Abilities in the d20 the runner's Int bonus + the runner's 
‘Modern Roleplaying Game). Note that total Tec level (levels from multiple 
when the area af a Tech Program is, ‘Tech classes stack). Some Tech 
‘cone-shaped, both the cone’s length Programs have multiple options and 
‘and its width at its far end are equal to upgrades. When spending ENC on 
the fabricators applicator range. more than one option or upgrade, the 
maximum ENC that can be spent is 
Duration calculated separately for each upgrade. 
‘A Tech Program's duration describes Inother words, a tunner who can spend 
the length of time over which the effects 4 extra ENC on an upgrade can spend 4 
of the program persist. ENC on each upgrade availabe. 


‘When the effect of a Tech Program is 
the production of either an abject or any 
material substance, that object or 
‘substance continues to exist until and 
unless itis destroyed by some separate 
‘event. However, an object or substance 
may lose effectiveness after a certain 
umber or uses or after a certain 
‘amount of time. inthis case, the 
‘uration describes the length of time 
‘over which the objector substance 
remains effective. 
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Tech Program Descriptions Ifthe Computer Use check is 
(alphabetiest) ‘successful, then the runner chooses a 
‘single skil thatthe programmed Al 
ees hardware module can now emulate, 
i making skil checks with a bonus equal 
‘Tech Level 2 (Enc, ENT, ET) to half the runner’ level. I the runner 
Purchase DC: 14 has 10 or moce ranks inthe skill be 
Restrictions Blackest ‘emulated, he gains +2 bonus to the 
Hardware Requirements: Small ‘Computer Use check to program the Al 
fabricator Ithe Al's being created to control some 
Pa Tinvse AURA ica sort of gun emplacement, the Al has an 
‘Area: 6Ost. cone attack bonus equal to 1/3 of the runner's 
Duration: instantaneous level 
‘Saving Throw: Reflex halt ‘Al Control Systems are usually 
ENC Cost: 3 installed in starships to pilot, act as 
‘gunners, or otherwise fil the roles of 
rid tires peje pineal ad ‘xewmembers. They can also be 
‘om the fabricator’ applicator. The installed in nearly all post PL 5 vehicles 
josh dasie Si6 seid Gavinge ban to make Drive or Plot checks, as nearly 
unprotected creature inthe affected all vehicles after this Progress Level 
ea have an internal computer-controlled 
"Optica ard Upgrades Fat en 2 ‘ve system. The Al will respond to 
adgltonal ENC spent, the damage verbal commands from the runner, and 
increases by 146 and the save DC ‘ean be set to receive commands trom 
increases by 1 ther users as well The Al can interface 
with most communication devices 
‘AlControt System allowing ito be issued orders remotely 
perry ifthe runner wants to take airect 
‘Tech Level § (Enc) ccanzo af the Al, he can avect his Tech 
Purchase DC: 15, Drone to interface witht. The runner 
Hardwuns Reipulrsavenis! Toth’ can direct the Alto take an attack, move 
Orne ‘or full round action that the A's skill 
Pu Tine: 6 holid fenablesitto take. This can be done 
Target: 1 computer-contolled system during combat asa free action. The Al 
Duration: Instantaneous wiltake the directed action directly ater 
‘Saag Terwve: Nove the runners turn. While the runners 
ENC Cost: ‘Tech Drone is interfaced with an Al, it 
‘cannot take any other actions and 
‘This program creates an AI hardware ‘cannot be used to run Tech Programs. 
module that ean be permanently, ‘Options and Upgrades: The runner 
connected to any computer-contrlled {gan make an improved Al Control 
system. Creating the hardware takes System by spending an additional 15, 
mere seconds wih a fabricator, the hard ENC and succeeding at a Computer 
partis creating the Al, which must be Use check DC 36 instead of the 
‘custom: programmed to control the ‘Computer Use check DC 28 required 
system the hardware is connected to. While running the basic program. An 
‘The G-hour un time is spent wring this ‘proved Al Control System can be 
Al program, atthe end of which ime the __—_—Programmed to emulate one additional 
tunnermust make a Computer Use ‘kill per 3 runner levels, andi gains an 
check DC 28. ‘extra +1 bonus to Skil checksfattack 


rolls per 5 runner levels. 
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Options and Upgrades: When 2 


Air Fiter ‘additional ENC units are spent, the 
Biomedical program will push any characters or 
‘Tech Level 1 (ENT) Creatures inthe affected area who make 
Purchase DC: 11 ‘a Fortitude save back an additional 10, 
Hardware Requirements: Small feet 
fabricator 
Run Time: Attack action ‘Analyze Compound. 
Effect: 1 air filter Sensor 
Duration: Effective for 10 Tech Level 1 (Enc) 
rminutesirunner level Purchase DC: 11 
ENC Cost: 1 Hardware Requirements: Tech 
Drone 
‘Tris program creates a single air filter Run Time: Attack action 
that can be worn over the mouth and ENC Cost: 2 
nose, protecting the wearer from all 
airbome poisons and similar effects. ‘This program will analyze a substance 
Wearing the fiter grants a + 2 nanotech within Tech Drone sensor range, 
‘bonus 10 all saves verse airborne determine whether itis dangerous, and 
poisons, toxins, and similar effects. if 50, fabricate a neutralizing compound 
‘Options and Upgrades: Every that can be sprayed over the substance 
additional ENC spent wil increase the to ender itharmless. 
‘nanotech bonus to saves against 
airborne threats by 1 (maximum +5), ‘Analyze Gear 
Sensor 
‘Air Gun Tech Level 1 (Enc) 
Usilty Purchase DG: 11 
Tech Level 2 (Enc, ENT, FT) Hardware Requirements: Tech 
Purchase DC: 12 Drone 
Hardware Requirements: Small Run Time: Attack action 
fabricator ENC Cost: 2 
Run Time: Attack action 
‘Area: 60-t cone ‘This program will identity and create a 
Duration: Instantaneous, digital schematic ofan abject within 
‘Saving Throw: Fortitude partial ‘Tech Drone sensor range, granting a 
ENC Cost: 3 bonus to Repair checks on the object in 


the amount of +2 plus 1 per runner level 
‘This program produces a large cone- 


‘shaped blast of air that snuffs out all, ‘Anti-venom 
fires sized Small or smaller in the Biomedical 

affected area. Any characters, creatures, Tech Level 3 (ENT) 

‘or unfixed objects in the affected area Purchase DC: 13 

who fail (or cannot make) a Fortitude Hardware Requirements: Small 
‘save wil be knocked down. Any fabricator 

characters in the affected area who Run Time: Attack action 

make a Fortitude save will be pushed ‘Target: Poisoned creature 

back 10 feet. Any characters or Duration: Instantaneous, 
‘reatures who are immune to knock ENC Cost: 5 

‘down or knack back are unaffected by 

this program: ‘This program creates a compound 


‘that will neutralize the effects of any 
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poison when injected into the Target: Edged weapon 
bloodstream ofa living target. Duration: Effective for § attacks + 1 
attackirunner level 
‘AP Rocket ENC Cost: 3 
Usity 
Tech Level 3 (Enc, ENT, FT) ‘This program creates an atomic edge 
Purchase DC: 13 ‘on an edged weapon. This grants the 
Restrictions: Mil +2 weapon a +1 bonus to damage per 2 
Hardware Requirements: Small runner levels (maximum of +5), and. 
fabricator allows it to bypass up to 20 points of 
Run Time: Attack action hardness. After 5 attacks + 1 attack / 
‘Area: 10-t. burst runner level, the weapon's edge wil dull, 
Duration: instantaneous to its normal state. 
‘Saving Throw: None ‘Options and Upgrades: With every 4 
ENC Cost: 5 ‘additional ENC units spent, the weapon 
is able to bypass another § points of 
‘This program builds a small armor- hardness. 
piercing rocket (witha builtin single-use 
launcher) that can be fired directly from ‘Atomic Wire Trap 
the deployment bay of a small fabricator. Utliy 
Alter the rocket has been built, the user Tech Level 4 (Enc, ENT, FT) 
makes a ranged attack to fire the rocket Purchase DC: 16 
(this attack falls under Personal Resttictions: Black market 
Firearms Proficiency). Hardware Requirements: Small 
“The racket ignores 1 point of damage fabricator 
reduction per runner level and 5 points Run Time: Attack action 
‘of hardness per runner level, dealing Effect: Wires in a square area 10 ft. + 
{648 points of damage. The range ‘52 runner levels on a side 
increment ofthe rocket is equal tothe Duration: 10 hours + 1 hourftunner 
{abricator’s applicator range. level, or untl broken. 
‘Options and Upgrades: Spending 1 ‘Saving Throw: Reflex half 
‘additional ENC unit increases the ENC Cost: 7 
‘damage die by one to a maximum of 
11048. Spending 2 additional ENC units ‘This program creates a deadly rap 
increases the burst radius by 10 f. ‘consisting of neary invisible wires that 
Spending 2 addtional ENC units alows are atomically fine and razor shaxp. 
the rocket to be fabricated as a swift ‘These wires are typically stretched 
action, taught in doorways or between similar 
In addition, for every 2 additonal ENC _stanging structures. Anything that 
‘spent to achieve any of hese options or _—_ attempts to pass through an Atomic 
Upgrades, this Tech Program's Save DC Wire Trap takes Sd6 + 1d6 per 2 runner 
increases by 1, levels slashing damage. Once a single 
victim has passed through the wires, the 
‘Atomic Edge Wires snap and disintegrate, The wires 
Mechanics vill also disintegrate after 10 hours + 1 
Tech Level 2 (ENT) hour per runner level if they are not 
Purchase DC: 13 broken, 
Resttictions: Mil +3 ‘Options and Upgrades: The runner 
Hardware Requirements: Small ‘can spend § additional ENC units to 
fabricator Create wires that will regenerate one 
Run Time: Fullround action time after the trap is fst triggered. 
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Doing so makes the trap less effective 
decreasing the damage by halt. 


‘Auto Rocket 
Usity 

Tech Level 2 (Enc, ENT, FT) 

Purchase DC: 14 

Resitictions: Black market 

Hardware Requirements: Small 
fabricator, racket launcher (builtin or 
separate) 

Run Time: Attack action 

‘Area: 10-t. burst 

Duration: instantaneous, 

‘Saving Throw: None 

ENC Cost: 3 


‘This program builds a small dumb-fre 
rocket (with a builtin single-use 
launcher) that can be fred directly from 
the deployment bay of a smal fabricator. 
After the rocket has been built, the user 
makes a ranged attack to fire the rocket 
(this attack falls under Personal 
Firearms Proficiency). 

“The racket deals the runner's choice 
of thermal, fragmentation, electrical, or 
‘sonic damage in the amount of 3d8 
“+1d8 per two runner levels. The range 
increment ofthe racket is equal tothe 
{abricator’s applicator range. 

‘Options and Upgrades: Spending 1 
‘additional ENC unit increases the 
{damage die by one to a maximum of 
6648. Spending 2 additional ENC units 
increases the burst radius by 10 feet. 
Spending 2 additional ENC units lows 
the rocket to be fabricated as a swift 
action. 

In addition, for every 2 additional ENC 
‘spent to achieve any of these options or 
upgrades, this Tech Program's Save DC 
increases by 1, 


Binding Shot 
sity 

Tech Level 1 (Enc, ENT, FT) 

Purchase DC: 11 

Hardware Requirements: Small 
fabricator 

Run Time: Attack action 


iverse Campaign Setting 


Target: One creature 
Duration: One hour 
‘Saving Throw: None 
ENC Cost: 1 


‘This program fires a bolt of fast-arying 
glue at a target with a ranged touch 
tack. Ifthe glue hits, the target loses 2 
points of Dexterity and must take a full 
ound action to clean it off. Multiple hits 
have a cumulative effect unt the target 
|s completely immobile, at which point 
the target is effectively paralyzed. The 
glue will naturally dissolve after an hour. 

‘Options and Upgrades: For every 2 
additional ENC units spent, the Dexterity 
ppenalty is increased by 2, 


Bio Plate 
Biomedical 

Tech Level 5 (ENT) 

Purchase DC: 15 

Hardware Requirements: Small 
fabricator 

Run Time: Attack action 

Target: Creature 

Duration: 1 hourlrunner level 

ENC Cost: 9 


‘This program injects several thousand 
nantes under the skin of a friendly living 
target creature. These nanites knit 
together into temporary sub-dermal 
armor plates, granting the target 
freature a natural armor bonus of 164 
{or the program duration. 

‘Options and Upgrades: For every 5 
‘additional ENC spent, the recipient 
‘gains an additional +1 natural armor 
bonus (maximum +5). 


Body Booster 
Biomedical 

Tech Level 3 (ENT) 

Purchase DC: 13 

Hardware Requirements: Small 
fabricator 

Run Time: Attack action 

Target: Creature 

Duration: 1 hourlrunner level 

ENC Cost: 5 
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‘This program injects into ativing indefinitely 
creature a compound granting a ‘Saving Throw: Reflex 
temporary chemical bonus of +4 to one ENC Cost: 1 
fof the following stats: Strength, Dexterity, 
‘or Constitution (chosen by the runner ‘This program creates metal catrops to 
before the program is run) booby-rap an area of ground or flor. 
‘Options and Upgrades: For every 2 ‘Characters who move through the 
‘additional ENC units spent, the runner ‘tapped area must make a Reflex save 
‘can choose one other physical stat to fr Suffer 1d4 + 1 per runner level 
receive the +4 bonus, piercing damage and move at half 
movement until the caltrops are 
Bug Detector removed (removal is a full round action). 
Sensor If damage resistance prevents all 
‘Tech Level 5 (Enc) ‘damage dealt by the caltrops the target 
Purchase DC: 17 {does not suffer the movement penalty. 
Resttictions: Black market (or mote information about the 
Hardware Requirements: Tech ‘consequences wien a vehicle with tes 
Drone fenters the trapped area, see the Avoid 
Run Time: Attack action Hazard section in Chapter §: Combat in 
‘Area: Burst with radius equal to Tech the d20 Modern Roleplaying Game). 
Drone's sensor range ‘Options and Upgrades: Spending 4 
Duration: Instantaneous ‘additional ENC turns the caltrops from 
‘Saving Throw: None metal to crysanium for the purpose of 
ENC Cost: 9 ‘damage reduction. 
This program allows the runner to ‘Chemical Fabrication 
locate active surveillance hardware Usilty 
within his Tech Drone’s sensor range Tech Level 2 (Ene, ENT, FT) 
‘Once a bug or similar device is found, it Purchase DC: 12 
can be disabled by the runner at his, Hardware Requirements: Small 
leisure. fabricator 
‘Options and Upgrades: By spending Run Time: See below 
‘ additional ENC units, the runner can Duration: See below 
use this program to create an effect: a ENC Cost: 3 
“bug hunter’ nanocolony that will detect 
‘surveillance equipment in an area of 50 When using this program in 
‘square feet, defined when the program conjunction withthe Craft (chemical) 
istun, for anumber of days equal othe ski, reduce the purchase DC by 2 and 
runner’ level the time spent making the check by ¥. 
This does not grant a bonus to the ski, 
Caltrops check, which must stil he made as laid 
Usity ‘ut in the skill description. When 
Tech Level 1 (Ene, ENT, FT) fabricating apiece of equipment, the 
Purchase DC: 11 fabricator must be at least one size 
Hardware Requirements: Small ‘category larger than the item being 
fabricator created. 


Run Time: Attack action 
Effect: Enough calraps to effectively 
booby-trap a circular area of radius 10 f. 

+5 f/2 runner levels 
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‘Chemical Tag 
Sensor 
‘Tech Level 1 (Enc) 
Purchase DC: 11 


Hardware Requirements: Small 
fabricator 

Run Time: Move action 

Effect: Enough paint to tag one object 

Duration: 5 hours + 1 hourlrunner 
level, or untl broken. 

ENC Cost: 2 


‘This program creates a chemical paint 
with a distinctive, easily detected 
‘composition, perfect for “tagging” an 
‘object fr later identification. The paint 
‘can be any color the runner chooses 
(the default color is bight red), and can 
fither be applied as a spray of fired in a 
bot from the applicator. 


‘Comm Beacon 
Usilty 
Tech Level 3 (Enc, ENT, FT) 
Purchase DC: 13 
Resttictions: Res +2 
Hardware Requirements: Small 
fabricator 
Run Time: Fullround action 
Effect: 1 comm beacon 
Duration: Effective for 1 week 
ENC Cost: 5 


Running this program creates a global 
positioning beacon that can be found by 
‘satelite. The beacon can broadcast 
either a message (for example, an SOS) 
(or an identification signal (for example, a 
flag for military targeting). The beacon 
itself is small, ightweight, and easily 
hidden from plain sight while 
broadcasting (Computer Use check DC 
25 from a ship or Spot check DC 30 will 
find i). The beacon wil function for one 
week before running out of power. 

‘Options and Upgrades: For every 2 
‘additional ENC units spent, the beacon 
functions for 1 additional week. 
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‘comm Laser 
Unity 

Tech Level 1 (Enc, ENT, FT) 

Purchase DC: 11 

Hardware Requirements: Small 
fabricator 

Run Time: Attack action 

Duration: Transmission is full ound 
action 

‘Saving Throw: None 

ENC Cost: 1 


‘This program causes a fabricator to 
‘act as a laser guided by a system that 
tracks the homing signals used by most 
laser ansceivers, The fabricator laser 
relays messages over a distance of up 
105,000 ft. + 500 ft. per runner level in 
the runner's line of sight. Transmitting a 
message inthis way is a full round 
action and does not require any checks 
‘or an attack roll. If the runner targets a 
receiver that lacks a homing beacon, he 
must succeed at a ranged touch attack 
‘on the receiver, which has a defense of 
10 +1 per 100 feet of distance between 
the runner and the receiver. 

"The runner can transmit images, video, 
‘or any other form of electronic data with 
the comm laser program. A single 
message can include a terabyte of 
information, so long as the message is 
ready before the program is run. If 
information to be sent is located on a 
piece of hardware that is separate from 
the runner's fabricator, the runner can 
‘choose to fabricate the appropriate 
hardware interface into the fabricator to 
allow that information to be transferred 
Ifthe runner needs to send only a brief 
message (100 words or less), he can 
input the message directly through his 
fabricator. The comm laser program 
‘cannot receive messages: it can only 
‘send them. 

‘Options and Upgrades: With a few 
agjustments the comm laser program 
‘can be modified to become a damage- 
dealing laser weapon. Ifthe runner 
‘spends 1 additional ENC, the comm 
laser can deal 1dé fire damage with a 
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ranged touch attack to a target within ilusion wil ast as fong as the fractal 
4100 ft. +10 ftJrunner level, wth no ‘wall would originally have persisted, 
‘saving throw possible. For every plus an additional two rounds per runner 
‘additional ENC unit the runner spends, level. See Tech Program: Fractal Wall 
the laser deals an additional 104 fre 
damage. Data Base 
Software 
Control Fractal Wall Tech Level 1 (Enc) 
Software Purchase DC: 11 
‘Tech Level 2 (Enc) Hardware Requirements: Tech 
Purchase DC: 11 Drone 
Hardware Requirements: Tech Run Time: Attack action 
Drone Target: Creature 
Run Time: Attack action Duration: 1 skill check or 10 minutes 
‘Target: Fractal wall +10 minutes/2 runner levels 
Duration: See below ENC Cost: 1 
ENC Cost: 3 
‘This program creates a set of nanites 
Ths program uses a magnetic field to that temporary encodes an information 
manipulate a pre-existing fractal wall to bank for one ofthe folowing skis, 
Create a simple illusion, such as of a ‘lected by the runner while eunning this 
wall or a sihouette of a human, The program: Knowledge (behavioral 
illusion cannot fil more than four ‘sciences), Knowledge (earth and fle 
adjacent fve-foot squares or move from sciences), Knowledge (history), 
the original locaton ofthe fractal wall Knowledge (physical sciences), 
‘The illision wil last as long as the Knowledge (technology), Speak 
fractal wall would orginally have Language. When these nanites are 
persisted, plus an addtional round per injected into a friendly target, they attach 
runner level. See Tech Program: Fractal _themselves tothe brain, granting a +5 
Wall ‘competence bonus to the chosen skill or 
the chosen language. Once the 
Control Fractal Wall It {duration ofthe Data Base has expired, 
Software the nanites dissolve harmlessly into the 
‘Tech Level 4 (Enc) recipient's body. 
Purchase DCIRestriction: 
Hardware Requirements: Data Reader 
Drone Sensor 
Run Time: Attack action Tech Level 2 (Enc) 
Target: Fractal wall Purchase DC: 11 
Duration: See below Hardware Requirements: Small 
ENC Cost: 7 fabricator 
Run Time: Attack action 
Ths program uses a magnetic field to Effect: 1 data reader device 
manipulate a pre-existing fractal wall to Duration: 1 week + 1 day/runner level 
Create a complex illusion, such as of ENC Cost: 3 
‘complex machines and lifelike people. 
This program can control up to five ‘This program creates a small 
fractal walls forthe purpose of creating handheld device called a reader that 
‘one large image. The ilusion can move ‘can be used to read the data stored in 
‘away from the original location of the ‘any kind of data storage device, 


‘ractal wall pulling the wall wth it.The 
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including the marks created by the ‘Saving Throw: Reflex half 
program Mark ENC Cost: 5 
‘The reader does not require a physical 
link to a data storage device to read the ‘This program creates a powerful 
data stored therein, butt does need to ‘chemical explosive device. During the 
be within a few inches of the storage tun time, the runner determines the 
device. The reader cannot decrypt data ‘amount of time before the charge 
unless it has a decryption key, and ifthe _detonates; this time cannot be longer 
data isin computer code, the GM may than 1 hour/2 runner levels. When the 
require the runner to succeed at a ‘explosive detonates, it cus its target's 
‘Computer Use check in order to hardness in haf before damage is dealt 
understand the data. The reader has When the charge detonates, the 
‘enough internal power to function for ‘explosion first cuts in half the hardness 
‘one week plus one day per runner level. ‘of any objects andlor creatures in the 
affected area, then deals 606 points of 
Data Tap ‘concussion damage to those objects 
Software ‘andlor creatures, The demolitions skill 
‘Tech Level 1 (Enc) ‘can be used with this explosive after the 
Purchase DC: 13 program has been run. 
Resttictions: Black market ‘Options and Upgrades: For every 2 
Hardware Requirements: Tech ‘additional ENC units spent, the damage 
Drone ‘dealt by the charge increases by 146, 
Run Time: Attack action 
‘Target: One computer or one robot Det Cord 
Duration: 1 roundl2 runner levels Usity 
‘Saving Throw: Will negates Tech Level 2 (Enc, ENT, FT) 
ENC Cost: 3 Purchase DC: 12 
Resitictions: Res +2 
‘This program can be used to steal Hardware Requirements: Small 
data from a computer or robot. The fabricator 
runner's Tech Drone must make a Run Time: Attack action 
ranged touch attack to latch on to a Effect: 50 ft. of det cord 
target for the purpose of delivering a Duration: Instantaneous, 
slug of data-stealing nanites to the ENC Cost: 3 
target. For every round the nanites are 
active, they transmit one day of the ‘This program creates 50 feet of det 
target's memory to the runner's Tech cord (see Chapter 4: Equipment in the 
Drone. All data is transmitted exactly as 420 Modern Roleplaying Game for more 
it appears in the memory ofthe target. details about the operation of det cor). 
‘The program uses the fabricator as a 
Demolitions Charge remote detonator. 
Mechanics ‘Options and Upgrades: For 2 
Tech Level 3 (ENT) additional ENC units, the runner can 
Purchase DC: 13 increase the det cord's damage by 246, 
Resttictions: Mil +3 
Hardware Requirements: Small Diamond Weave 
fabricator Mechanics 
Run Time: Fullound action Tech Level 2 (ENT) 
Effect: Explosive device with 20-f. Purchase DC: 12 
burst area Hardware Requirements: Small 
Duration: See below fabricator 
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Run Time: 10 minutes 
‘Target: Article of clothing 
Duration: 2 hours 

ENC Cost: 3 


‘This program is used to temporarily 
modify an article of clthing that does 
not already grant its wearer a Defense 
bonus or damage reduction. The article 
‘of clothing must cover at least 50% of 
the wearer's body and be worth a 
Wealth DC of 15, and must be removed 
before being modified. This program 
weaves a high-density carbon thread of 
nanites into the clothing, granting a 
defense bonus of +1/3 runner levels. 
‘Once the duration has expired, the 
threads dissolve, leaving the ciathing in 
its original condition. 

‘Options and Upgrades: For each 
‘additional ENC unit spent, the effect wil 
last for one additional hour 


Digital Sight 
Uslty 

Tech Level 3 (Ene, ENT, FT) 

Purchase DC: 13 

Resttictions: Mil +2 

Hardware Requirements: Small 
fabricator, anged weapon, HUD or 
‘scope 

Run Time: Attack action 

‘Target: One creature or object. 

Duration: 1 minute/runner level 

‘Saving Throw: None 

ENC Cost: 5 


‘This program creates a small nanite 
‘drone to “paint a target. The drone 
calculates trajectory (accounting for 
winds) and relays this information back 
tothe runner's HUD or scope. The 
program allows the runner to ignare any 
range penalty up to the maximum range 
fof the weapon being used, but a full 
round action is necessary to set up the 
shot. The drone can paint only one 
target, and it cannot be destrayed by 
normal means because of is 
microscopic size. After a length of ime 
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‘equal to 1 minute per runner level, the 
‘drone ceases to function. 

‘Options and Upgrades: For every 2 
‘additional ENC units spent, add 1 to the 
attack rl, 


Electrical Dampener 
Usity 

Tech Level 3 (Ene, ENT, FT) 

Purchase DC: 15 

Resitictions: Black market 

Hardware Requirements: Small 
fabricator 

Run Time: Attack action 

‘Target: One electronic device 

ound + 1 rounditunner 


‘Saving Throw: None 
ENC Cost: 5 


‘This program creates a small device 
that temporary stops the flow of 
elections in a target to which itis affowed 
‘When used in combat, a touch attack is 
required to afi the dampener. Anything 
under the effect of an electrical 
{dampener loses all powered functions 
while the dampeneris active. 

‘Options and Upgrades: For 3 
‘additional ENC units, the dampener can 
affect every electronic device within a 
20-fot radius. 


Electronic Countermeasures 
Software 

Tech Level 5 (Enc) 

Purchase DC: 15 

Hardware Requirements: Small 
fabricator, Tech Drone 

Run Time: Attack action 

‘Area: Burst with radius of 50 ft. + 50 
fturunner level 

Duration: 1 roundlrunner level 

‘Saving Throw: None 

ENC Cost: 9 


‘This program causes the runner's 
‘Tech Drone to emit a burst of 
electromagnetic energy that scrambles 
all targeting systems within the 
program's area, negating any attack 
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bonus granted by a targeting system for 


the program's duration Emergency Boat 
‘Options and Upgrades: Spending 10 Mechanics 
‘additional ENC units allows the runner Tech Level 2 (ENT) 
to negate the targeting systems of Purchase DC: 12 
‘specific targets instead of those of all Hardware Requirements: Small 
‘systems within range. When using this fabricator 
ability, the runner can target one Run Time: Attack action 
Creature or object with a targeting Effect: 1 emergency boat 
‘system per two runner levels, as long as Duration: Effective for a single use of 
those targets are within the area of the upto t day 
program. ENC Cost: 3 
Electronics Fabrication ‘This program creates an inflatable 
Usilty boat that can carry two Medium-size 
Tech Level 2 (Ene, ENT, FT) Creatures or up to 500 Ibs. The boat can 
Purchase DC: 12 be inflated only once; it will main 
Hardware Requirements: See below inflated for one day, has a speed of 40 
Run Time: See below feet in iquid water, and has 20 hit points. 
ENC Cost: 3 Itis propelled by millions of microscopic 
fins placed along its underside, and has 
When using this program in ‘a simple control panel 
‘conjunction withthe Craft (electronic) ‘Options and Upgrades: When 2 
sil, reduce the purchase DC by 2 and ‘additional ENC units are spent, the boat 
the time spent making the check by %. is able to stay inflated for one more day. 
This does not grant a bonus to the skill, 
‘check, which must stil he made as laid Emergency Shelter 
‘out i the skill description. When Mechanics 
fabricating a piece of equipment, the Tech Level 1 (ENT) 
fabricator must be at least one size Purchase DC: 11 
‘category larger than the item being Hardware Requirements: Small 
created. fabricator 
Run Time: Fullround action 
Emergency Air Effect: 1 emergency shelter 
Biomedical Duration: Effective for a single use of 
Tech Level 1 (ENT) up to 1 dayirunner level 
Purchase DC: 11 ENC Cost: 1 
Hardware Requirements: Small 
fabricator ‘This program creates a small plastic 
Run Time: Attack action ‘cube that inflates into an insulated tent 
Effect: 1 breathing mask with 10 large enough to shelter Medium-size 
minutes of breathable ait ‘character. This temporary shelter can be 
Duration: Effective for 10 minutes anchored to the ground and will keep 
ENC Cost: 1 the occupant warm enough to survive in 
temperatures as low 30 degrees below 
‘This program creates a breathing freezing (Celsius). The shelter provides 
mask containing 10 minutes of no protection against extremely hot 
breathable ai temperatures. The shelter can protect 
‘Options and Upgrades: For every 2 its occupant for 1 day per runner level 
additional ENC spent, the runner can ‘once it has been inflated; after that time 
‘reate one additonal mask it provides no further protection, 
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Encryption 
Software 
‘Tech Level 1 (Enc) 
Purchase DC: 11 
Hardware Requirements: Tech 
Drone 
Run Time: Attack action 
‘Target: Data storage device 
Duration: Instantaneous 
‘Saving Throw: See below 
ENC Cost: 1 


‘This program encrypts the data on any 
data storage device, rendering it 
unreadable to anyone but the runner, 
who can run this program a second time 
(for free) to decrypt the data. Any 
‘character may aifempt to read the 
‘encrypted data with a Computer Use 
check, with the DC equal to 15 + runner 
level 

‘Options and Upgrades: For every 2 
‘additional ENC units spent, the 
‘Computer Use check OC increases by 1 
(maximum +5), 


Enriched Fue! 
sity 

Tech Level 4 (Enc, ENT, FT) 

Purchase DC: 14 

Hardware Requirements: Small 
fabricator 

Run Time: Attack action 

‘Target: Vehicle or starship 

Duration: Effective for 10 minutes +1 
mminutelrunner level 

ENC Cost: 7 


‘This program injects a slug of nanites 
into the fue! supply ofa vehicle, , or 
Starship. The nanites remove impurities 
{rom the fuel and create custom 
‘enzymes that allow the fuel to release 
more energy. A vehicle using Enriched 
Fuel can move at up to double its usual 
maximum speed for the duration ofthe 
program. Note that vehicles that use 
‘some form of exotic propulsion or that 
{do not use a chemical or electrical fuel 
‘supply cannot gain the benefits ofthis 
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program, and powered armors gain only 
‘4 25% speed boost from this program, 

Options and Upgrades: Every 5 
additional ENC units spent increases 
the program's duration by one minute 
(maximum +10 minutes) 


Fabricate Tools 
Mechanics 

Tech Levelt (ENT) 

Purchase DC: 11 

Hardware Requirements: Small 
fabricator 

Run Time: 1 minute 

Effect: 1 set of tools 

ENC Cost: 1 


‘This program directs a fabricator to 
build a set of tools usable for any skill 
check that requires such tools. Use of 
this program negates the ~2 improvised 
tool penalty. The tools can be used by 
anyone with the appropriate sil 

‘Options and Upgrades: By spending 
‘4 additional ENC units, the runner can 
‘reate master work tools, which grant a 
+42 equipment bonus toa skill check. 
made with those tools. 


Fast Bandage 
Biomedical 

Tech Level 1 (ENT) 

Purchase DC: 11 

Hardware Requirements: Small 
fabricator 

Run Time: Attack action 


ENC Cost: 1 


‘This program directs a fabricator to 
create a single sterile bandage that will 
effectively stop bleeding, granting a +2 
bonus to a single Treat injury check 
made using the bandage. 

‘Options and Upgrades: For every 2 
additional ENC units spent, the Treat 
Injury check onus increases by 1 
(maximum +5), 
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Flame Suppressant 


Mechanics 
‘Tech Level 1 (ENT) 
Purchase DC: 11 


Hardware Requirements: Small 
fabricator 

Run Time: Attack action 

‘Target or Area: Burning character or 
burst with radius of § . +5 f/2 runner 


Instantaneous 
ENC Cost: 1 


‘This program sprays a flame-retardant 
{foam through a fabricators applicator. 
This foam snuffs out 10 points of fre 
{damage per runner level before the 
program must be run again, The 
‘Suppressant can also be sprayed on a 
target character who Is on fire as a 
‘combat action, 

Options and Upgrades: For every 
‘additional ENC unit spent, the 
“absorbency ofthe foam increases by 10, 
points. 


Flare 
Unity 

Tech Level 2 (Enc, ENT, FT) 

Purchase DC: 12 

Resttictions: Mil +2 

Hardware Requirements: Small 
fabricator 

Run Time: Attack action 

Effect: 1 flare with burst area with 20- 
ft radius 

Duration: See below 

‘Saving Throw: Reflex 

ENC Cost: 3 


‘This program launches a utility flare 
{rom the deployment bay of a fabricator. 
‘The fare isa bal of tighty-packed 
phosphorus powder surrounding a flash 
igniter. The flare can either burn for 10 
rounds, illuminating 100 of clear 
illumination and 100 of shadowy 
illumination for 10 rounds, or explode to 
release a buming cloud of phosphorous 
Powder. The type of flare (illuminating oF 


burning cloud) is chosen when the 
program is run 

Ifthe fare is used to create a fire, then 
ata distance (within the fabricators 
‘applicator range) from the deployment 
bay designated by the runner, the ball 
‘explodes, covering with powder 
‘everyone within the burst area who fails, 
‘a Reflex save. The explosion of powder 
is immediately followed by the fash from 
{the igniter, which ignites all the powder 
within the burst radius. After ignition, the 
burning phosphorous powder causes 
4d6 points plus 146 points per round of 
fire damage for 1 round plus 1 round per 
runner level. The fre can be put outwith 
‘an extinguisher or with any Tech 
Program made to fight fires. 


Flotation Device 
Usilty 

Tech Level 1 (Ene, ENT, FT) 

Purchase DC: 11 

Hardware Requirements: Small 
fabricator 

Run Time: Attack action 

Effect: 1 flotation device 

Duration: Effective for a single use of 
upto t day 

ENC Cost: 1 


‘This program directs a fabricator to 
build one single-use inflatable flotation 
device that will keep one Medium-size 
‘character or up to 350 Ibs afloat in iquid 
water for 24 hours. 

‘Options and Upgrades: With every 2 
additional ENC spent, the device can 
Cary one ofthe following: one additional 
Medium-size creature, one creature of 
the next-largest size in place of the 
original creature, or an addtional 150 
Ibs of weight 


Fractal Wall 
sity 

Tech Level 3 (Ene, ENT, FT) 

Purchase DC: 13 

Hardware Requirements: Small 
fabricator 

Run Time: Attack action 
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Effect: Fractal wall with dimensions 
described below 
Duration: 1 roundl2 runner levels 
ENC Cost: 5 


‘This program creates an opaque wall 
of tiny, magnetized, reflective particles 
in font af or around the runner (runner's 
Choice) that gives the runner 9096 
‘concealment from anyone outside the 
wall. The height of the wallis 20 ft; a 
linear wall can be up to 20 ft ong per 
runner level, and a circular wall can 
have a radius of up to § feet per runner 
level. A character passing through the 
wall receives an electrical surge causing 
5d6 points of electrical damage. 


Gecko Feet 
Uslty 

Tech Level 4 (Enc, ENT, FT) 

Purchase DC: 14 

Hardware Requirements: Small 
fabricator 

Run Time: Attack action 

Target: Creature 

Duration: Effective for 1 hourlrunner 
level 

ENC Cost: 7 


‘This program directs a fabricator to 
create a smart molecular adhesive, 
which is applied through the fabricator's 
applicator tothe feet of a target living 
freature. The adhesive allows ts 
wearer to walk up sheer surfaces with 
‘ease. The recipient gains a climb speed 
‘of 15 feet and becomes immune to the 
negative effects associated with zero 
‘gravity and low gravity 

Options and Upgrades: Every 5 
‘additional ENC spent on this program 
allows the runner to target an additional 
living creature. Spending 2 addtional 
ENC (per target) increases the duration 
‘of the program by one hour. 


Genetic Cosmetics, 


Biomedical 
Tech Level 2 (ENT) 
Purchase DC: 12 
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Hardware Requirements: Small 
fabricator 
Run Time: Fullround action 
‘Target: Humanoid creature 
Duration: 1 hourl2 runner levels 
ENC Cost: 3 


‘This program alters the appearance of 
living target. Using a genetic sample 
collected from the target (for example, a 
‘kin cel) the runner creates a minor 
recombinant virus that can change hair 
color, eye color, complexion, or even 
facial structure to a small extent. This 
virus is then injected into the target 
(which requires a touch attack ifthe 
target is hostile) 

This program is mostly used for 
recreational purposes, but can also be 
used to grant a bonus of § + 1 per 
runner level toa Disquise check 


Geo Locator 
Sensor 

‘Tech Level 3 (Enc) 

Purchase DC: 11 

Hardware Requirements: Tech 
Drone 

Run Time: 5 minutes 
Effect: 1 electronic map 
ENC Cost: 5 


‘This program identifies the runner's 
location on a planet's surface, and 
provides an electronic map of the area 
‘within a ten-mile radius. 


Glider 
Mechanics 

Tech Level 3 (ENT) 

Purchase DC: 13 

Hardware Requirements: Small 
fabricator 

Run Time: Attack action 

Effect: 1 glider 

Duration: Effective for 1 hour +2 
hourftunner level 

ENC Cost: 5 


‘This program creates an air-light glider 
‘that unfolds from a 2x3 inch square. 
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This glider can carry one characte, with 
his gear, in an atmosphere and land 
safely. While gliding, a character has a 
fly speed of 40 feet (clumsy). Each 
minute, the glider descends 5 feet plus § 
feet for every 100 pounds the glider is 
‘carrying. Updratts wil cause the glider 
to gain an amount of altitude determined 
by the GM. 

‘Options and Upgrades: For 2 
‘additional ENC, the program can be run 
asa tree action, 


Glow Paint 
Usity 

Tech Level 1 (Enc, ENT, FT) 

Purchase DC: 11 

Hardware Requirements: Small 
fabricator 

Run Time: Full-round action (area) or 
attack action (targeted) 

‘Target or Area: One creature or one 
‘object, oF 40-f-radius burst 

Duration: Instantaneous, 

‘Saving Throw: Reflex 

ENC Cost: 1 


‘This program sprays glowing paint 
over an area or onto a target, 
iluminating the area or target until the 
paints cleaned off. Glow paintis often 
Used to illuminate asteroid mining 
‘operations. A character covered in glow 
paint suffers a5 penalty to Hide 
checks, and loses any concealment 
‘bonus that is not conferred by cover. 
Clothing that has been covered in glow 
ppaint must be thoroughly cleaned 10 
negate these effects, 

‘Options and Upgrades: For every 2 
additional ENC spent, the Reflex save 
DC increases by 1. Also, spending 2 
‘additional ENC units will increase the 
radius of an iluminated area by 10 feet 


Graft Armor 
Mechanics 
Tech Level 1 (ENT) 
Purchase DC: 11 


Resttictions: Mil +2 


Hardware Requirements: Small 
fabricator 
Run Time: Attack action 
‘Target: Construct, machine, or suit of 
Duration: See below 
ENC Cost: 1 


‘This program uses a fabricator's 
applicator to graft damage-absorbing 
armor plates onto a target. A single 
armor graft grants 1d8 temporary hit 
points to the target. A target may have 
multiple armor grafts depending on its 
size as follows: Small ~ one gratt, 
Medium-size - 2 grafts, Large ~ 3 grafts, 
‘and so on. For every armor graft apnlied, 
‘a target gains a1 armor penalty (due 
to the bulk of the new plates) and a +1 
‘equipment bonus to Defense. The armor 
Penalties last until the graf's temporary 
hit points are used up, 


Grappling Hook 
Usity 

Tech Level 3 (Ene, ENT, FT) 

Purchase DC: 13 

Hardware Requirements: Small 
fabricator 

Run Time: Attack action 

‘Target: One object or one creature 

Duration: Effective for 1 
mminutelrunner level 

ENC Cost: 5 


‘This program directs a fabricator to 
build and launch a grappling hook that 
uses nanites to afixitslf onto any 
‘surface it hits with a successful ranged 
attack. The hook will ase its grip on the 
‘surface when the program's duration 
expires. The hook is attached to a 100- 
foot polymer cable that can support 300, 
pounds. A successfully atiached 
‘grappling hook grants a +10 bonus to 
‘Climb checks using the hook. 

‘The runner can also use this program 
to make a ranged touch attack on a 
‘character. Ifthe hook hits a living target, 
it deals 444 points of piercing damage. 
‘As a standard action, the runner can 
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attempt to pull he target in with a Effect: Enough adhesive to cover a 

‘successful opposed Strength check square surface up to 10 ft + 5 ft/2 

‘The target s pulled in 10 feet + 10 feet runner levels on a side 

{or every 5 points by which the opposed Duration: Effective for 1 

Strength check was larger than the minutelrunner level 

‘opposed strength. The runner may ‘Saving Throw: Reflex 

release the hook as a free action. ifthe ENC Cost: 1 

target removes the hook (which isa full 

ound action), he takes an addtional ‘This program directs a fabricator to 

414 slashing damage. ‘spray a powerful adhesive trom its 
‘Options and Upgrades: For every 2 applicator. The adhesive loses its 

‘additional ENC units spent, the runner ‘Stickiness when the program's duration 

‘can increase his Strength check by 5 expires. 

points or increase the cable length by 50 ‘Any creature in a sprayed area must 

feet. make a Reflex save to avoid being stuck 


A stuck creature receives a -2 to all 


Induced Phobi attack rolls and cannat move until he 
Biomedical ‘succeeds in a Strength check DC 20 as 
Tech Level 3 (ENT) lastandard acto. Any creature 
Purchase DC: 15 attempting to move out of or through the 
Resttictions: Black market ‘prayed area must make a Strength 
Hardware Requirements: Small check DC 20 as a standard action to 
fabricator move during that round, and if stil stuck 
Run Time: Attack action in the adhesive, must make another 
Effect: Fog spreads within a 30. Strength check in the next round. 
radius ‘Options and Upgrades: For every 2 
Duration: Instantaneous ‘additional ENC units spent, the Strength 
‘Saving Throw: Will negates ‘check DC increases by 1 
ENC Cost: 5 
Industrial Solvent 
‘This program directs a fabricator to Usity 
‘spew out from its applicator a fog Tech Level 1 (Ene, ENT, FT) 
Containing nanites that induce a Purchase DC: 11 
powerful fear of the runner in any living Hardware Requirements: Small 
Creature touched by the fog. A panic- fabricator 
‘stricken creature wil flee from the Run Time: Attack action 
runner (in the nearest safe direction) as Effect: Enough solvent to clean a 
fast asitcan for 1d6 rounds. if commered square surface up to 10 ft. + 5 ft/2 
by the runner, the target will cover for runner levels on a side 
4146 rounds. Duration: Instantaneous, 
‘Options and Upgrades: For every 2 ‘Saving Throw: None 
additional ENC units spent, the save DC ENC Cost: 1 
increases by 1. 
‘This program creates a solvent 
Industrial Adhesive powerful enough to dissolve the 
Usity adhesive produced by the industrial 
Tech Level 1 (Enc, ENT, FT) adhesive Tech Program. The solvent 
Purchase DC: 11 ‘can be sprayed over an area covered in 
Hardware Requirements: Small Industrial Adhesive, or on characters 
fabricator \who are suffering the effects of 
Run Time: Attack action Industrial Adhesive. 
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‘Options and Upgrades: For an Purchase DC: 13 
‘additional 4 ENC unis, this program can Restrictions: Res +2 
be run as a swift action, Hardware Requirements: Small 
fabricator 
Instant Ammo Run Time: Attack action 
Usity Effect: Wall of knockout gas 5 ft. wide, 
Tech Level 1 (Ene, ENT, FT) 35 f tall, and 10 f+ 5 fU/2 eunner 
Purchase DC: 11 ievels long 
Resttictions: Mil +2 Duration: § rounds + 1 round/2 runner 
Hardware Requirements: Small levels 
fabricator ‘Saving Throw: Fortitude save 
Run Time: Attack action ENC Cost: 5 
Effect: 1 cip of ammunition 
Duration: Instantaneous, ‘This program directs a fabricator to 
ENC Cost: 1 create a knockout gas that, when 
‘sprayed from the fabricato's applicator, 
‘This program directs the fabricator to forms a wall in front of the runner. Any 
build a clip of ammunition for any ‘character that moves through this wall 
balistic weapon that uses caseless must attempt a Fortitude save, unless 
‘ammunition. The program wall not he has some means of avoiding the gas 
produce more than 30 rounds. (uch as a gas mask or an independent 
‘Options and Upgrades: Spending 2 air supply). character who fas this, 
‘additional ENC units allows the ‘save is rendered unconscious, 
‘ammunition to be fabricated as a swift ‘Options and Upgrades: For every 2 
‘action. Spending 4 additional ENC units additional ENC units spent, the save OC 
allows the program to produce increases by 1 
‘ammunition with explosive heads 
dealing + 1 die of damage (e.9., 348 Language Analysis 
increases to 4d6). Sensor 
‘Tech Level 2 (Enc) 
Internal Fortitude Purchase DC: 11 
Biomedical Hardware Requirements: Tech 
Tech Level 1 (ENT) Drone 
Purchase DC: 11 Run Time: 10 minutes 
Hardware Requirements: Small ENC Cost: 3 
fabricator 
Run Time: Attack action ‘This program give the runner a +10 
‘Target: One living creature bonus to one Decipher Script check 
Duration: 1 hourirunner level 
ENC Cost: 1 Laser Sight 
Usity 
‘This program creates a nutrient Tech Level 2 (Enc, ENT, FT) 
‘olution tailored to boost a target's Purchase DC: 12 
immune system. When injected into a Hardware Requirements: Small 
living target, the target's Fortitude save fabricator 
‘gains a +4 bonus for the program's Run Time: Attack action 
duration, Range: Touch 
‘Target: LOS ranged weapon 
Knockout Gas Duration: 2 hours 
Biomedical ENC Cost: 2 


‘Tech Level 3 (ENT) 
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‘This program builds a small laser onto 
any line-of-sight ranged weapon. 
‘Aifixing the sight grants a +2 equipment 
bonus to any attack roll made with the 
modified weapon within two ofits range 
increments. After two hours, the sights 
integrated power supply is depleted and 
‘the Sight wil no longer function, 

‘Options and Upgrades: Spending 2 
‘additional ENC units increases the 
distance over which the equipment 
bonus granted by the sight applies to 
‘any number of range increments. 


Lie Detector 
Sensor 
‘Tech Level 3 (Enc) 
Purchase DC: 11 


Hardware Requirements: Small 
fabricator 

Run Time: Attack action 

Effect: 1 lie detector device 

Duration: A number of days equal t 
runner level 

ENC Cost: 5 


‘This program creates a small 
handheld device that monitors stress 
levels inthe voice ofa living target. 
Using the le detector gives the runner a 
“#10 bonus to both Resist Bluff checks 
‘and Sense Motive checks when 
‘speaking to targets. The lie detector will, 
function for a number af days equal to 
runner level 


Lock 
Usity 

Tech Level 1 (Enc, ENT, FT) 

Purchase DG: 11 

Hardware Requirements: Small 
fabricator 

Run Time: Attack action 

Target: Object 

Duration: Instantaneous, 

ENC Cost: 1 


‘This program creates a simple 
mechanical lock - either a combination 
lock or a key lock (the program creates. 
the key as well - fora target object. 
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‘Attempts to disable this lock have a DC 
‘of 10+ runner level + tunner's int 
modifi. 

‘Options and Upgrades: Spending 2 
‘additional ENC units will add a chemical 
{tap causing 146 points acid damage to 
the lock. The Search DC and Disable 
Device OC are both equal to 10 + runner 
level + runner's int modifier. For every 
‘additional ENC unit spent, the damage 
increases by 106. 

Spending 2 additional ENC units will 
‘add either an audible ora silent alarm to 
the lock (chasen when the pragram is 
run). An audible alarm has a range of 
200 ft while a silent alarm has a range of 
4100 ft. Every additional ENC unit spent 
‘adds 100 feet tothe range of either an 
‘udiole ora silent alarm, 

Spending 2 addtional ENC units will 
‘cause the program to reconfigure a pre 
installed lock of equivalent build 

In addition, for every 2 additional ENC 
‘spent to achieve any of these options or 
upgrades, the program’ save DC 
increases by 1, 


Mark 
Software 

‘Tech Level 1 (Enc) 

Purchase DC: 11 

Hardware Requirements: Tech 
Drone 

Run Time: Attack action 

Duration: Instantaneous, 

ENC Cost: 1 


‘This program prints a visible personal 
mark on any surface and embeds a 
moderately long message (several 
thousand words, images, etc) into the 
image on a molecular level. This 
message does nat fade away over time, 
‘and can be read by any Tech Drone or 
by anyone with an optical data-reacing 
device (such as the reader created by 
the Data Reader program). 
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‘Mechanical Regeneration 


Mechanics 
Tech Level 5 (ENT) 
Purchase DC: 15 


Hardware Requirements: Small 
fabricator 

Run Time: Attack action 

‘Target: Construct, machine, or object 

Duration: § hours or until nanites are 
‘consumed 

ENC Cost: 9 


This program creates a slug of 
rnanomachines that is sprayed onto or 
injected into a target. The nanites wil 
repair the machine for 4 ht points per 
round until they have repaired 20 hit 
points + 4 hit points per runner level (at 
‘which point they are fully consumed). 
‘Any remaining narites will remain 
dormant in the target for upto § hours. 
‘They will continue to repair the machine 
as it takes damage during that ime, until 
they have repaired up to 20 hit points + 
4hit points per runner level 

‘Options and Upgrades: Spending 2 
‘additional ENC units will ease the 
antes to repair 8 ht points per round. 


‘Mechanical Fabrication 
Uslty 
Tech Level 2 (Enc, ENT, FT) 
Purchase DC: 12 
Hardware Requirements: See below 
Run Time: See below 
ENC Cost: 3 


When using this program in 
‘conjunction with the Craft (mechanical) 
‘kil, reduce the purchase DC by 2 and 
the time spent making the check by %. 
This does not grant a bonus to the ski, 
‘check, which must stil be made as laid 
‘ut in the skill description. When 
fabricating a piece of equipment, the 
fabricator must be at least one size 
‘category larger than the item being 
created, 


‘Mental Booster 
Biomedical 
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Tech Level 3 (ENT) 

Purchase DC: 13 

Hardware Requirements: Small 
fabricator 

Run Time: Attack action 

Target: Creature 

Duration: 1 hourlrunner level 

ENC Cost: 5 


‘This program injects into atving 
creature a compound granting a 
‘temporary chemical bonus of +4 to one 
ofthe folowing stats: Inteligence, 
‘Wisdom or Charisma (chosen by the 
runner before the program is run), 

‘Options and Upgrades: For every 2 
‘additional ENC units spent, the runner 
‘can choose one other mental stat to 
receive the +4 bonus, 


‘Messenger Drone 
Usity 
Tech Level 2 (Enc, ENT, FT) 
Purchase DC: 12 
Hardware Requirements: Small 
fabricator 
Run Time: Attack action 
Effect: One messenger dane 
Duration: 1 hourlrunner level 
ENC Cost: 3 


‘This program creates a smal fying 
robot (with a fly speed of 80 (good)) 
programmed to deliver an audio 
message to a specific individual. the 
rbot is unable to reach its target, it wil 
‘send the runner a failure signal and 
disintegrate. The robot wil also 
disintegrate after successfully relaying 
its message. The drone has a Defense 
(of 18, 10 hit points, and hardness 5 
‘Options and Upgrades: When 4 
‘additional ENC units are spent, the 
messenger robot can travel any 
distance within a planet's atmosphere, 


Micro-fusion Cell 
Mechanics 
Tech Level 5 (ENT) 
Purchase DC: 17 
Resititions: Black market 
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Hardware Requirements: Small 
fabricator. lo Thermal Induction Coil 
(see below) 

Run Time: 12 hours 

‘Target: One piece of equipment that 
requires electrical power 

Duration: Instantaneous, 

ENC Cost: 9 


‘Ths program creates a custom micro- 
fusion cell that is buit permanently into 
the object for which it has been 
fabricated. This may require 
disassembly of the target object. This 
powerful energy cells typically used on 
‘weapons that use power cells as 
‘ammunition or on light vehices that run 
‘on chemical fuels or electrical power. A 
‘weapon using a micro-fusion cell has a 
‘quadrupled ammunition capacity, but 
‘cannot be reloaded, Instead, it must 
enter a cool-down period that lasts for 
24 hours. At the end ofthat time, its 
‘ammunition supply is replenished. A 
Vehicle using a micro-fusion cel will un 
{or a year before it requires refueling at 
‘a special station. Micro-fusion cells 
provide enough power only for vehicles 
of the size category Huge or smaller. 

Micro-fusion cells run on hydrogen, 
Which has a negligible cost because 
hydrogen can be obtained from ordinary 
water. However, creating a micro-usion 
cell requires a rare and expensive 
‘component called an fo Thermal 
Induction Coil (purchase DC 30, Mil +3). 
‘Without this component, a micro-fusion 
cells a micro-fusion bomb. Before 
running this program, the runner must 
‘somehow acquire this component, and a 
new coil must be found every time this 
program is run 

‘Options and Upgrades: Ifthe runner 
‘spends 26 additional ENC units and one 
‘additional fo Thermal Induction Coil, he 
‘can integrate an lo heatsink into the 
micro-fusion cel, reducing its cool-down 
time to 12 hours, 


Nanoscale Repair! 
Mechanics 
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Tech Level 1 (ENT) 

Purchase DC: 11 

Hardware Requirements: Small 
fabricator 

Run Time: Attack action 

Target: Object 

Duration: Instantaneous, 

ENC Cost: 1 


‘This program uses a fabricator's 
applicator to repair a machine or object 
by rebuilding material lost to damage. 
‘The target is repaired for 148 points of 
{damage + 1 point per runner level 
(maximum +5), 


‘Nanoscale Repair i 
Mechanics 

‘Tech Level 2 (ENT) 

Purchase DC: 12 

Hardware Requirements: Small 
fabricator 

Run Time: Attack action 

‘Target: Object 

Duration: Instantaneous, 

ENC Cost: 3 


‘This program operates inthe same 
way as Nanoscale Repair, except that 
itrepairs 248 points of damage + 1 point 
peer runner level (maximum +10) 


Nanoscale Repair It 
Mechanics 

Tech Level 3 (ENT) 

Purchase DC: 13 

Hardware Requirements: Small 
fabricator 

Run Time: Attack action 

Target: Object 

Duration: Instantaneous, 

ENC Cost: 5 


‘This program operates in the same 
way as Nanoscale Repair, except that 
it repairs 248 points of damage + 1 point 
per runner level (maximum +15). 


Nanoscale Repair lV 
Mechanics 
Tech Level 4 (ENT) 
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Purchase DC: 14 
Hardware Requirements: Small 
fabricator 
Run Time: Attack action 
Target: Object 
Duration: Instantaneous, 
ENC Cost: 7 


‘This program operates inthe same 
way as Nanoscale Repair |, except that 
it repairs 408 points of damage + 1 point 
per runner level (maximum +20). 


Nanosurgery | 
Biomedical 
Tech Level 1 (ENT) 
Purchase DC: 11 


Hardware Requirements: Small 
fabricator 

Run Time: Attack action 

Target: Creature 

Duration: Instantaneous, 

ENC Cost: 1 


‘This program uses a fabricator's 
injector to heal the wounds ofa living 
creature by rebuilding tssue at an 
atomic level. The target is healed for 
418 points of damage + 1 point / runner 
ievel. (maximum +5). 


Nanosurgery 
Biomedical 
‘Tech Level 2 (ENT) 
Purchase DC: 12 


Hardware Requirements: Small 
fabricator 
Run Time: Attack action 
Target: Creature 
Duration: Instantaneous, 
ENC Cost: 3 


‘This program operates inthe same 
way as Nanosurgery |, except that it 
heals 2d8 points of damage + 1 point 
per runner level (maximum +10). 


‘Nanosurgery I 
Biomedical 
Tech Level 3 (ENT) 


Purchase DC: 13 
Hardware Requirements: Small 
fabricator 
Run Time: Attack action 
Target: Creature 
Duration: Instantaneous, 
ENC Cost: 5 


‘This program operates inthe same 
way as Nanosurgery |, except that it 
repairs 248 points of damage + 1 point 
per runner level (maximum +15). 


Nanosurgery IV 
Biomedical 

Tech Level 4 (ENT) 

Purchase DC: 14 

Hardware Requirements: Small 
fabricator 

Run Time: Attack action 

Target: Creature 

Duration: instantaneous, 

ENC Cost: 7 


‘This program operates inthe same 
way as Nanosurgery |, except that it 
repairs 4d points of damage + 1 point 
per runner level (maximum +20). 


Nerve Toxin 
Biomedical 

‘Tech Level 3 (ENT) 

Purchase DC: 15 

Resttictions: Black market 

Hardware Requirements: Small 
fabricator 

Run Time: Attack action 

Target: Creature 

Duration: 1d4 rounds 

‘Saving Throw: Fortitude 

ENC Cost: 5 


‘This program creates a powerful 
poison that attacks a target's muscles, 
making the target weak and clumsy. The 
runner must succeed at a melee attack 
to inject the poison into a living target 
(this is considered an armed attack). 
{Upon injection, the target must make a 
Fortiude save or receive 146 points of 
temporary Strength damage. After one 
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minute, the target must make a second Run Time: Attack action 
Fortitude save or receive 146 points of Creature (with ving optics) 
temporary Dexterity damage. 


ENC Cost: 1 
Options and Upgrades: Spending 4 
‘additional ENC units increases the ‘This program provides a target with 
Potential damage to both strength and temporary comeal lenses that wll 
dexterity to 246. protect a character from any blinding 
effect. 
\Night-Vision Eye ‘Options and Upgrades: Spending 2 
Sensor additional ENC units gives the lenses 
‘Tech Level 3 (Enc) the abilty to provide the wearer with low 
Purchase DC: 11 light vision. Spending 4 additional ENC. 
Hardware Requirements: Small units gives the lenses the ability to 
fabricator provide the wearer with darkvision out to 
Run Time: Attack action a range of 60 feet. 
Effect: 1 sensor 
Duration: 1 hourlrunner evel Peace Tie 
ENC Cost: 5 Mechanics 
‘Tech Level 1 (ENT) 
‘This program creates a remote sensor Purchase DG: 11 
that is identical to that created by the Hardware Requirements: Small 
Roving Eye program, except that it has fabricator 
<darkvision out to a range of 60 feet. Run Time: Attack action 
‘Target: One weapon 
‘Nutrient Ration Duration: Instantaneous, 
Biomedical ENC Cost: 1 
Tech Level 1 (ENT) 
Purchase DC: 11 ‘This program places a physical lock 
Hardware Requirements: Small ‘on a weapon, either by blocking its 
fabricator trigger mechanism or by lacking the 
Run Time: Attack action ‘weapons int its sheath. (Weapons that 
Effect: 1 nutrient ration {do not have these or similar atributes, 
Duration: 1 days! worth of nutrition ‘cannot be peace tied) The peace tie is 
ENC Cost: 1 made of an impact-resistant polymer 
with a hardness of 1 and 5 hit pois. 
‘This program creates an edible This program also creates a key to 
nutrient bar that will sustain one living unlock the peace tie; multiple peace ties 
‘character for one day. The nutrient bar ‘can be set fo the same key. Breaking a 
is not a replacement for drinking water, peace tie releases a bright red dye 
however. marking both the weapon and the 
‘Options and Upgrades: For every ‘character who breaks the te, The peace 
‘additional ENC unit spent, an additional tie functions unt it is removed of 
hutrient bar is created. destroyed. 
Peace ties are most often used in 
Optical Shield ‘enclosed communities such as space 
Biomedical Stations, allowing visitors to keep their 
Tech Level 1 (ENT) weapons but limiting their ability to use 
Purchase: 11 them, 
Hardware Requirements: Small Options and Upgrades: Every 2 
fabricator additional ENC points spent add 1 to the 
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peace tie's hardness and § to its hit 
points. 


Pharmaceutical Fabrication 
Uslty 

Tech Level 2 (Enc, ENT, FT) 

Purchase DC: 12 

Hardware Requirements: Small 
fabricator 

Run Time: See below 

Duration: See below 

ENC Cost: 3 


When using this program in 
‘conjunction with the Craft 
(pharmaceutica) skil, reduce the 
purchase DC by 2 and the time spent 
making the check by %. This does not 
‘grant a bonus to the skill check, which 
must still be made as laid out in the skill 
description. When fabricating a piece of 
‘equipment, the fabricator must be at 
least one size category larger than the 
item being created. 


Plastic Sealant 
Mechanics 

Tech Level 1 (ENT) 

Purchase DC: 11 

Hardware Requirements: Small 
fabricator 

Run Time: Attack action 

Effect: Enough plastic sealant to coat 
‘a surface up to 5 ft +5 f/2 runner 
levels square, applied directly to a 
surface 

Duration: Effective for 1 hourlrunner 
level 

ENC Cost: 1 


‘This program creates a plastic 
‘compound that can be used to form a 
temporary aright seal (useful in 
preventing air leaks in spacecraft or 
‘Space habitats, losing off vents, etc) 
After 1 hour per runner level, the 
‘compound ceases to remain aright, 


Pocket Translator 
Software 
‘Tech Level 3 (Enc) 
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Purchase DC: 12 

Hardware Requirements: Small 
fabricator 

Run Time: Attack action 

Effect: 1 tanslator device 

Duration: & number of days equal to 
runner level 

ENC Cost: 5 


‘This program creates a small hand- 
held translator with aucio input and 
‘output When running this program, the 
runner designates two languages 
between which the translator will 
translate when itis active. The translator 
‘can be programmed only with known 
languages, including most languages 
currently in use actoss the world. The 
translator has enough intemal power to 
function for a number of days equal to 
runner level 


Probability Analysis 
Sensor 

‘Tech Level 4 (Enc) 

Purchase DC: 11 

Hardware Requirements: Tech 
Drone 

Run Time: 10 minutes 

ENC Cost: 7 


‘This program predicts the 
‘consequences of a specific action 
‘When running the program, the runner 
must describe the action fully and enter 
all relevant data. The program has a 
50% chance of predicting the outcome 
of the action accurately, plus 10% per 
‘wo runner levels, 


Program Module 
sity 

Tech Level 4 (Enc, ENT, FT) 

Purchase DC: 12 

Hardware Requirements: Small 
fabricator 

Run Time: Attack action 

Effect: 1 program module device 

Duration: 1 day 

ENC Cost: 7 + ENC cost of program 
loaded into module 
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‘Saving Throw: Reflex 


Running this program creates a ENC Cost: 3 
program module: a handheld device that 
‘can run a single program that creates a ‘This program creates a small 
usable item. Any character can activate proximity mine that, once deployed, wall 
‘a program module, but the module can detonate when anything Medium-size or 
run only the program chosen when larger moves within 10 feet ofthe mine. 
Program Module was run. Deploying the mine does not require any 
‘To run Program Module, the runner ‘skill check and is an attack action. The 
must spend the ENC required by the mine will adhere to most surfaces. The 
program loaded into the module as well mine will become active two rounds 
fs the ENC cost for Program Module after itis deployed. When it detonates, 
itself. The program loaded into the the mine deals 1d8 concussive damage 
module must be in the program library of to targets within its burst area. 
the runner of Program Module. After 1 ‘Options and Upgrades: For every 2 
day plus 1 day per runner leve, the ‘additional ENC units spent, the damage 
program module wll cease to function ‘caused increases by 108 and the DC 
increases by 1, 
Proximity Detector 
Sensor Pyro 
‘Tech Level 1 (Enc) Usity 
Purchase DC: 11 Tech Level 3 (Enc, ENT, FT) 
Hardware Requirements: Small Purchase DC: 15 
fabricator Resttictions: Black market 
Run Time: Attack action Hardware Requirements: Small 
Effect: 1 proximity detector fabricator 
Duration: See below Run Time: Attack action 
ENC Cost: 2 ‘Area or Target: Cone (area Pyro) of 


‘one creature (targeted Pyro) 


‘This program creates a small optical Duration: Instantaneous (area Pyro) 
‘sensor that can be placed in any ‘or 4 round/2 runner levels (targeted 
location. Deploying the sensor does not Pyro) 
require any skill check and is an attack ‘Saving Throw: Reflex half 
action. The sensor persists until ENC Cost: 5 
destroyed. As long as the runner is 
Within 100 feet of the sensor, it wll nity ‘Area Pyro: This program can be used 
him via a wireless communication relay to spray magnesium sparks over a 
if anything passes within 20 feet of the ‘cone-shaped area (length equal to the 
‘sensor fabricator’ applicator range) . Any 
‘reatures in the affected area who fail a 
Proximity Mine Reflex save for half receive Sd6 points 
sity offre damage. 
Tech Level 2 (Enc, ENT, FT) ‘Targeted Pyro: Pyro can also target a 
Purchase DC: 12 single creature using a ranged touch 
Resttictions: Mil +2 attack, which when successful causes 
Hardware Requirements: Small 56 points offre damage immediately 
fabricator ‘and 2d6 points of fire damage for the 
Run Time: Attack action ‘duration of the run time, 
Effect: 1 proximity mine that explodes ‘Options and Upgrades: Every 2 
in a burst with a 15-A, radius ‘additional ENC units spent, add an 
Duration: See below ‘additional 346 to the primary damage for 
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ether version ofthe program (but not 0 
the secondary damage for a ranged 
touch attack), and increase the save DC 
byt. 


Reanimation Serum 


Biomedical 
Tech Level 5 (ENT) 
Purchase DC: 17 


Resttictions: Black market 
Hardware Requirements: Small 
fabricator 
Run Time: Fullound action 
‘Target: Recently deceased corpse 
Duration: 1 hour + 1 hout/2 runner 
levels 
‘Saving Throw: None 
ENC Cost: 9 


‘This program creates a (highly 
unethical) serum that, when injected into 
‘a recently.deceased humanoid corpse, 
temporarly gives the target a new (false) 
Ife that, enables ito move and 
follow simple commands. This "zombie" 
will obey the runner who reanimated it 

‘The zombie has the species abies 
thatthe target had before its death. The 
‘Zombie's new hit de are equal to the 
target's base hit die + half of any class 
levels possessed by the target before its 
death. (All these hit die are now d12s,) 
‘The zombie's save and base attack 
bonus are equal to those of an undead 
‘of equivalent hit die as decribed in 
‘Chapter Eight: Friends and Foes in the 
20 Modern Roleplaying Game. 

“The zombie's Inteligence is reduced 
1022 and the zombie has no Constitution 
but is immune to all massive damage 
‘saves (since it no longer possesses any 
vitals). The zombie's Dexterity suffers a 
4 penalty and its Stength gains a +4 
bonus, relative to the Dexterity and 
Strength ofthe target before its death. 

‘The zombie can use only simple 
melee weapons, and has no skils o 
‘special abiltes. 


Re-entry Shielding 
Mechanics 
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Tech Level 5 (ENT) 

Purchase DC: 15 

Hardware Requirements: Small 
fabricator; chemical kit (see below) 

Run Time: 10 minutes, 

Target: Vehicle, starship, or creature 
(see restictions below) 

Duration: 4 hours + 1 hourlrunner 
level, or untl bumed away 

ENC Cost: 9 


‘This program provides a target with a 
temporary coating of a special heat 
absorbing polymer that disintegrates 
after a single re-entry, protecting the 
target from thermal damage due to that 
re-entry. The coating can also absorb up 
to 100 points of conventional fre 
‘damage before dissipating. Ifthe 
‘coating absorbs more than 50 points of 
fire damage, it will no longer be capable 
‘of protecting the target during re-entry. 

‘living target must be wearing a 
‘space sult, powered armor, or similar 
Protective gear to avoid suffocation and 
immobilization. Note that an 
Unprotected living creature is not a valid 
target for this program (which cannot 
therefore be used as a weapon). 

‘When the target is an object (such as 
‘.vehice or starship) thats of size 
Huge or larger, the runner must use a 
‘chemical kit (described in Chapter Four: 
Equipment in the d20 Modern 
Roleplaying Game). The entire chemical 
kivis consumed when the program is run 
‘ona single target. 

‘Options and Upgrades: Every 5 
‘additional ENC spent increases the 
program's duration by one hour 
(maximum +10 hours). 


Roving Eye 
Sensor 

‘Tech Level 2 (Enc) 

Purchase DC: 11 

Hardware Requirements: Small 
fabricator 

Run Time: Attack action 

Effect: 1 sensor 

Duration: 1 hourlrunner level 
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ENC Cost: 3 Duration: One minute/runner level 
(for injection) or 1 roundirunner level 
‘This program creates a flying remote (cloud) 
‘optical Sensor that sends video ‘Saving Throw: Will negates 
information trom an area 100° in front of ENC Cost: 3 
the sensor back to the fabricator. The 
‘sensor's movements can be controlled ‘Sediative Injection: This program 
{through the fabricators interface as long _injects a sedative into a hostile living 
{as the sensor is within 100 feet of the target as the result of a successful a 
fabricator. The sensor has a fly speed of _—_~melee attack (this is an armed attack). If 
20 (poor) and 5 hit points, Due to its the attack hits, the target wil fll asleep 
‘small size, thas a Defense bonus of +2. for 1d rounds unless the target makes 
‘The sensor will function for one hour per a Will save to negate. 
runner level ‘Sedative Cloud: This program makes 
‘an area attack by launching from the 
‘Sean Disruptor {abricator's bay a small plastic pellet that 
Software bursts open to release a sedative cloud 
‘Tech Level 5 (Enc) ‘over the program's area. 
Purchase DC: 15 ‘Options and Upgrades: For every 2 
Hardware Requirements: Small additional ENC spent, the save DC. 
fabricator, Tech Drone increases by 1 
Run Time: Attack action 
‘Area: Burst with radius of 25 f. +5 ‘Sensor Sweep 
fturunner level Sensor 
Duration: 10 minutes/tunner level Tech Level 2 (Enc) 
‘Saving Throw: None Purchase DC: 11 
ENC Cost: 9 Hardware Requirements: Tech 
Drone 
‘This program interferes with the Run Time: Attack action 
‘correct operation of any sensors that Duration: 10 minutes, 
attempt to scan an object within the area ENC Cost: 3 
‘of the program forthe program's 
duration. The DC of any Computer Use Tris program gives a +10 bonus to all 
‘check made to operate sensors SSpot and Search checks made by the 
targeting an object obscured by this runner for the ten minutes directly after 
program suffers a penalty equal to 10 + the program is run 


half the runners level 


‘Options and Upgrades: Every 5 ‘Simple Duplication 
‘additional ENC spent increases the Mechanics 
program's radius by 5 feet. Tech Level 2 (ENT) 
Purchase DC: 12 

‘Sedative Hardware Requirements: Small 
Biomedical fabricator 

‘Tech Level 2 (ENT) Run Time: Attack action 

Purchase DC: 12 Target: Object 

Hardware Requirements: Small he duplicate persists for 1 
fabricator minute + 1 minute/2 runner levels 

Run Time: Attack action ENC Cost: 3 

‘Target or Effect: Creature touched or 
10-f-radius cloud ‘This program creates a duplicate of a 


‘small simple object (such as a key or a 
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picture ID). The program cannot ‘Smart Cells, 
‘duplicate any simple object that is worth Biomedical 
mote than a purchase DC 14. Once the Tech Level 5 (ENT) 
program's duration expires, the nanites Purchase DC: 15 
making up the duplicate disaggregate. Hardware Requirements: Small 
‘Options and Upgrades: Spending 4 fabricator 
‘additional ENC units increases the Run Time: Attack action 
‘duration ofthe duplicates existence to 1 Target: Creature 
hour +41 hourl2 runner levels. Duration: See below 
ENC Cost: 9 
‘Simple Fabrication 
Mechanics ‘This program creates a solution of 
Tech Level 1 (ENT) ‘organic nanites that is injected into a 
Purchase DC: 11 living creature. The nanites will repair 
Hardware Requirements: Small the target for 4 hit points per round, until 
fabricator they have repaired 20 hit points + 4 hit 
Run Time: Attack action points per runner level. As long as they 
Effect: 1 simple object have not been expended, the nanites 
ENC Cost: 2 vill remain dormant inthe target for up 
0 hours. They will continue to repair 
‘This program fabricates ane small the target as it takes damage during that 
‘simple object, such as a small time, up to 20 it points + 4 hitpoints 
replacement part, specified when the per runner level. 
program is nun. Itcannot create ‘Options and Upgrades: Spending 2 
‘weapons or complex objects, such as ‘additional ENC units will cause the 
blades or electronics, nanites to repair 8 hit points per round. 
Slaver Virus ‘Space Locator 
Software Sensor 
‘Tech Level 5 (Enc) ‘Tech Level 4 (Enc) 
Purchase DC: 11 Purchase DC: 11 
Resttictions: Black market Hardware Requirements: Tech 
Hardware Requirements: Tech Drone 
Drone Run Time: 10 minutes 
Run Time: Attack action Effect: 1 electronic map 
Target: 1 robot ENC Cost: 7 
Duration: Indefinite 
‘Saving Throw: none ‘This program identifies the runner's 
ENC Cost: 9 ‘approximate location in space, and 
Provides the runner with an electronic 
This program creates a slug of nanites map with directions to the nearest 
‘that will verride the computer brain of a _—knawn locations of interest, such as, 
robotic construct, causing the robot to planets, moons, and space stations. 
‘obey all ofthe runner's commands. The 
runner's Tech Drone must make a ‘Speed Loader 
ranged touch attack to deliver the Mechanics 
nnites. takes the nanites 104 rounds Tech Level 2 (ENT) 
to override the robot, with no saving Purchase DG: 14 
throw possible. Resttictions: Black market 
Hardware Requirements: Small 


fabricator 
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Run Time: 5 minutes 
‘Target: Ammunition-based weapon 
Duration: Instantaneous, 

ENC Cost: 3 


‘This program creates a single-use 
‘speed loader for a clip or box of 
‘ammunition for any ranged weapon 
Medium-size or smaller. The 
‘ammurition must be loaded into the 
‘speed loader and readied before use, 
but at any time the speed loader can 
reload a weapon as a free action. Alter 
‘one use, the speed loader becomes, 
‘non-functional 

‘Options and Upgrades: Spending 2 
‘additional ENC units allows this program 
to be used on a weapon sized Large or 
‘smaller. Spending 4 additional ENC 
units allows the speed loader to be used 
|wice before it becomes non-functional 


‘spy Scope 
Sensor 
Tech Level 3 (Enc) 
Purchase DC: 11 


Hardware Requirements: Small 
fabricator 

Run Time: Attack action 

Effect: 1 spy scope 

Duration: 1 day 

ENC Cost 5 


‘This program creates a digital spy 
‘scope that can be used to observe and 
record the actions of long-range targets. 
‘The scope has a range of one mile plus 
an addtional mile per three runner 
levels, and enough power to function for 
‘one day. At the end of that day, or when 
the user deactivates the scope, the 
‘scope creates a permanent data disk 
recording ofall ithas observed, 


‘Structural Fabrication 
Usity 
Tech Level 2 (Ene, ENT, FT) 
Purchase DC: 12 
Hardware Requirements: See below 
Run Time: See below 
ENC Cost: 3 
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When using this program in 
‘conjunction with the Craft (structural) 
‘kil, reduce the purchase DC by 2 and 
the time spent making the check by ¥ 
This does not grant a bonus to the ski, 
‘check, which must stil be made as laid 
‘out in the skill description. When 
fabricating a piece of equipment, the 
fabricator must be at least one size 
‘category larger than the item being 
created. 


‘System interference 
Software 

‘Tech Level 2 (Enc) 

Purchase DC: 12 

Hardware Requirements: Tech 
Drone 

Run Time: Attack action 

‘Area: Robots within a cone-shaped 

Duration: Instantaneous, 

‘Saving Throw: Will 

ENC Cost: 3 


‘This program directs the runner's 
‘Tech Drone to broadcast a cone-shaped 
blast of electromagnetic interference 
(length equal to the fabricator's 
applicator range) that disrupts robotic 
programming. Robots in the affected 
area with up to 1 hit die per 2 runner 
levels (maximum 5 hit ai) will become 
‘stunned for 1d4 + 1 rounds. 

‘Options and Upgrades: For every 2 
‘additional ENC units spent, the amount 
‘of time the robots remain stunned 
increases by 1 round. For every 2 
additional ENC units spent, the save DC 
increases by 1. 


‘system Wipe 
Software 

‘Tech Level 3 (Enc) 

Purchase DC: 15 

Resttictions: Black market 

Hardware Requirements: Tech 
Drone 

Run Time: Attack action 
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‘Area: Robots within a 15-f-radius ‘This program will run a tactical scan of 
burst centered on the Tech Drone the entire area within Tech Drone 
Duration: 1 round/2 runner levels ‘sensor range, then create a map of the 
‘Saving Throw: Will, see below area with estimated enemy postions 
ENC Cost: 5 marked. The chance of an enemies 
position being accurate is 50% plus 10% 
‘Ths program was designed to wipe per two runner levels. Enemies in plain 
‘out a robot's memory with a burst of Sight of the sensor sweep are 
electromagnetic energy from a Tech ‘automatically placed correctly. 
Drone; instead, it causes a robot to act 
randomly for a period of time. Each Targeting Program 
round, on the tum of an affected robot, Software 
the GM rolls a percentage die to Tech Level 2 (Enc) 
determine the robot's action, using the Purchase DC: 12 
table below for reference: Resttictions: Mil +2 
Hardware Requirements: Tech 
oe Robots be Drone 
Toeag Ack ier wi ele ranged espe Run Time: Attack action 
(ercsc van rma anackfpoe) Target: Creature 
20 Aetna Duration: § rounds + 1 round/2 runner 
250 Shutdown levels 
5170. Pee tom oe top sped pense ENC Cost: 3 


‘This program injects into a friendly 


‘A robot that cannot carry out the target nanites that travel tothe target's 
action described in the table shuts dawn _—_brain and attach themselves to the 
until its next turn. A robot under the target's optic nerve. Once there, the 
influence ofthis program defends itselt nanites calculate the ballistics for 
normally if attacked, and in retuen wil ranged attacks and create a heads-up 
attack its atacker during the robot's next display ofthis information thats visible 
round (instead of taking a randomly. to the target. The program grants the 
determined action from the table). A target a +2 nanite bonus to ranged 
robot under the influence of this attacks for its duration, after which the 
program wall not make an attack of nanites dissolve harmlessly and are 
‘opportunity against any creature that it absorbed by the body. 


is not attacking that round. 


‘Options and Upgrades: Spending 2 Tazer 
‘additional ENC will cause this to daze Usity 
humanoid creatures withing the area of Tech Level 2 (Enc, ENT, FT) 
effect unless they make a will save, Purchase DC: 12 
Hardware Requirements: Small 
‘Tactical Analysis fabricator 
Sensor Run Time: Attack action 
Tech Level 3 (Enc) Target: One creature 
Purchase DC: 11 ‘Saving Throw: Fortitude 
Resttictions: Black market ENC Cost: 3 
Hardware Requirements: Tech 
Drone ‘This program causes a fabricator to 
Run Time: Fullround action behave in the same way as the weapon 


ENC Cost: 5 for which the program as named, 
Creating an electrified, sel-iring prong 


-197- 
©2008 Max Gaming Technologies, LLC 


Dark Horizons Universe Campaign Setting 


ata target as a ranged touch attack. I 
the prong hits, it deals 246 electrical 
‘damage, and the target must make a 
Fortitude save or be stunned for 1 
minute. The range of the prong is 25 f. 
+10 ft per runner level 

Options and Upgrades: Every 2 
additional ENC units spent increases 
the save DC by 1. 


‘Thermal Paint 
Usilty 
Tech Level 2 (Enc, ENT, FT) 
Purchase DC: 12 
Hardware Requirements: Small 
fabricator 
Run Time: Attack action 
Duration: Instantaneous, 
‘Saving Throw: Reflex 
ENC Cost: 3 


‘This program creates a compound 
that cannot be detected by thermal 
sensors. A target covered inthis 
‘compound is likewise undetectable to 
thermal sensors. Applying the 
‘compound, which has the consistency of 
{greasepain, isa full ound acton, and 
the compound remains effective for up 
to 24 hours. (The compound can be 
washed off) 

‘The compound can also be sprayed 
Into a cone-shaped area within 
applicator range. Creatures within the 
‘cone must make a Ref save to avoid 
being blinded for 1d + 1 rounds, 

Running this program once creates 
enough thermal paint either for one 
blinding attack or to render one 
character invisible to thermal sensors. 


‘Thermal Sean 
Sensor 

‘Tech Level 1 (Enc) 

Purchase DC: 11 

Hardware Requirements: Tech 
Drone 

Run Time: Attack action 

‘Area: 100’ Diameter around the 

Duration: 10 Minutes 
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‘Saving Throw: None 
ENC Cost: 2 


‘This program detects any heat 
‘sources (such as hidden characters) 
that are not thermally shielded, and 
identifies ther locations, sizes, and 
‘shapes for the runner, 


‘Truth Serum 
Biomedical 

‘Tech Level 4 (ENT) 

Purchase DC: 14 

Resttictions: Res +2 

Hardware Requirements: Small 
fabricator 

Run Time: Attack action 

‘Target: Humanoid creature 

Duration: 10 minutes + 10 minutes/3 
runner levels 

‘Saving Throw: Will 

ENC Cost: 7 


‘This program injects into atving 
humanoid target a solution that induces 
the target to divuige information under 
‘questioning. While the target is under 
the influence of the truth serum, he must 
make a Will save every ime he is asked 
‘a question he does not want to answer 
in order to avoid answering the question 
‘muthfully. Once the target successfully 
resists the ruth serum when asked a 
‘specific question, the target receives a + 
2 bonus to a Will save made to avoid 
‘answering the same question ifit is 
‘asked again. Each time the target 
makes the save for that question, he 
receives an additional + 2 bonus for 
‘saves against the same question (in 
‘other words, the + 2 bonus is cumulative 
for any particular question), 

‘Options and Upgrades: For every 2 
additional ENC units spent, the save OC 
increases by 1. 


Water Lung 
Uslty 
Tech Level 2 (Enc, ENT, FT) 
Purchase DC: 12 
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Hardware Requirements: Small 
fabricator 

Run Time: Attack action 

‘Target: One creaturel2 runner levels, 

Duration: 4 hours + 1 hourl2 runner 
levels 

‘Saving Throw: None 

ENC Cost: 3 


‘This program creates nanites that 
produce oxygen from water, and inject 
the nanites into a target creature's lungs, 
‘Their presence allows the target to 
breathe underwater forthe duration of 
the program. The program does not iter 
‘out any form of toxins. 

‘Options and Upgrades: Every 2 
‘additional ENC units spent gives the 
program the ability to iter one toxin 
from the water 


Water Purifier 
Biomedical 

‘Tech Level 1 (ENT) 

Purchase DC: 11 

Hardware Requirements: Small 
fabricator 

Run Time: 1 minute 

Effect: One purifier tablet 

Duration: Instantaneous, 

ENC Cost: 1 


‘This program creates a small tablet 
that destroys toxins in water. One tablet 
will render one gallon of water safe to 
drink 

Options and Upgrades: For every 
additional ENC unit spent, the tablet 
Created by the program will punfy an 
additional gallon of water. 


Weapon Grafting 
Mechanics 

‘Tech Level 3 (ENT) 

Purchase DC: 13 

Hardware Requirements: Small 
{abricator, addtional described below 

Run Time: Attack action 

Duration: 1 hourlrunner level 

‘Saving Throw: None 

ENC Cost: 5 
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This program grafts a melee weapon 
to any substance, including skin. In 
‘order for a weapon to be grafted to the 
runner, the weapon must be in the 
runner's possession and the runner 
must be able to wield the weapon with 
‘one hand. The grafted weapon is 
‘considered both a standard weapon and 
‘ natural weapon for the purpose of 
effects that distinguish between weapon 
types. The grafted weapon grants a +1 
‘competence bonus to all attack and 
{damage rolls made with that weapon, 
Grafted weapons cannot be disarmed, 
‘Options and Upgrades: Spending 2 
‘additional ENC units increases the 
crtcal range of the grafted weapon by 1. 
Spending 2 addtional ENC units 
increases the damage multiplier by 1. 


Weapon Trap 
Mechanics 
Tech Level 2 (ENT) 
Purchase DC: 12 
Resttictions: Res +2 
Hardware Requirements: Small 
fabricator, weapon 
Run Time: 5 minutes 
‘Target: Weapon 
Duration: Instantaneous, 
‘Saving Throw: Fortitude for half 
ENC Cost: 3 


‘This program creates either an 
‘electrical ora thermal trap on any 
weapon to which the runner has access. 
Excepting the runner or any other 
‘character designated by the runner 
\when the program is un, anyone who 
touches the weapon sets off the trap, 
which deals 146 points of damage + 3 
point of damage per 2 runner levels. A 
‘character who makes a Search check 
DC equal to 10 + runner level + the 
runners Int Bonus wil ntice the trap. 

Options and Upgrades: For every 
‘additional ENC unit spent, the Spot and 
‘Save DCs each increase by 1 
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Wireless Interference 


Software 
‘Tech Level 1 (Enc) 
Purchase DC: 11 


Resitictions: Res +1 
Hardware Requirements: Tech 
Drone 
Run Time: Attack action 
‘Target: Wireless receiver 
Duration: 1 minute + 1 minute/2 
runner levels 
ENC Cost: 1 


‘This program prompts the runner's 
‘Tech Drone to scan for transmissions 
‘and create interference on the 
frequency of any transmission detected. 
This interference is centered around the 
runner's Tech Drone for a radius of 50 ft 
+1 ft per unner level 

‘Any wireless signals transmitted from 
within the area of interference have a 
‘chance fail equal to 50% + 10% per 3 
runner levels, and detection of any 
wireless signal by any receiver within 
the area of interference has the same 
‘chance fail 
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Chapter 15: Allies and Enemies 


Inthe Dark Horizons universe, players 
might encounter not only many of the 
creatures, ordinaries, and heroic GM 
characters (but not heroic alien species) 
‘described in the d20 Modern 
Roleplaying Game and in d20 Future, 
but also some allies and enemies which 
‘exist only inthis setting, These 
‘reatures, heroic GM characters, and 
heroic alien species are described 
below. 


Heroic GM characters 


Berserk Cy-Gen Genomorph 
(Tough Hero 4/Genomorph 2): CR 6; 
Medium-size humanoid (Cy-Gen); HD 
4d10+208427; hp 76; Mas 23; Init +2; 
Spd 20 ft; AP 41; Defense 18, touch 15, 
flat-footed 17; BAB +4; Grap +6; Atk +6 
melee (1d6+2 piercing, spike hammer), 
(or +8 melee (1d8+2 non-lethal, unarmed 
‘strike), or +6 ranged (none): SV Fort +8, 
Ref +3, Will +0; Su 14, Dex 14, Con 18, 
Int 10, Wis 8, Cha 14 

‘Occupation: Rural (bonus feat: Braw, 
bonus skis: Climb, Drive), 

‘Skills: Climb +10, Craft (mechanical) 
47, Drive +10, Survival +, 

Feats: Simple Weapons Proficiency, 
Improved Damage Threshold, Power, 
‘Attack, Toughness, Ultra Immune 
System, improved Brawl 

‘Talents: Second Wind, Damage 
Reduction 1 

‘Special Abilities: Morph Stage 1 
(Wall Crawier), Darkvision, 

‘Species Abilities: Electrical 
Weakness, Fast Heal, Genetic Breed, 
Perfect Build, Superior Threshold. 

Reputation: +1 

Wealth Bonus: +15 

Possessions: Ragged clothing, 
leather jacket, Spike Hammer 
(crysanium), Shrapnel Grenade (546 
slashing, grenade weapon) x6, various 
personal possessions. 
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Consortium Enforcer 
(Fast Hero a/Enforcer 2): CR 6; 
Medium-size humanoid (Valence); HD 
{6d8+12; hp 84; Mas 14; Init+4; Spd 30 
ft; AP 41; Defense 20, touch 20, fla- 
footed 16; BAB +4; Grap +4; Atk +4 
‘melee ( 146 bludgeoning, battle prod) or 
+21+2 melee (106 bludgeoning/1d6 
electrical, battle prod dual wielding), or 
++8 ranged (2d8 fre, laser sniper rifle) 
‘SV Fort +3, Ref +8, Will +5; Sir 10, Dex 
19, Con 14, Int 10, Wis 14, Cha 12. 

‘Occupation: Athiete (bonus feat 
‘Archaic Weapons Proficiency, bonus 
skill: Climb, Swim). 

‘Skills: Balance +12, Climb +7, Hide 
+10, Move Silently +10, Sense Motive 
48. 

Feats: Simple Weapons Proficiency, 
‘Two-Weapon Fighting, Personal 
Firearms Proficiency, Point Blank Shot, 
Double Tap, Precise Shot 

‘Talents: Evasion, Opportunist. 

‘Special Abilities: The Zone oncelday, 
Energy Focus. 

‘Species Abilities: Valent Surge, 
Electrical Feedback, Rejection, Ranged 
Dodge. 

Reputation: +1 

Wealth Bonus: +10 

Possessions: Valence Enforcer 
uniform, laser sniper rifle, power pack x3 
(60 laser sniper rifle rounds each), battle 
prod, various personal possessions. 


Freelance Emergency Tech 
(Dedicated Hero 3IENT 3): CR 6; 
Medium-size human; HD 645+6; hp 26; 
Mas 12; Int +2; Spd 30 ft; AP 42, 
Defense 17, touch 13, fat footed 15; 
BAB +3; Grap +3; Alk +3 melee (108 fire, 
plasma torch), or +5 ranged (4d aci, 
Bio-annihilator); SV Fort +4, Ref +4, Will 
47; Str 10, Dex 14, Con 12, Int 15, Wis 
16, Cha 10. 

‘Occupation: Technician (bonus skis: 
‘Computer Use, Knowledge (technology), 
Repair) 
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‘Skills: Computer Use +11, Craft 
(pharmaceutical) +11, Knowiedge (earth 
and life sciences) +13, Knowledge 
(Gechnology) +22, Listen +9, Repair +11, 
Spot +9, Survival +, 

Feats: Simple Weapons Proficiency, 
‘Aimar Proficiency (light), Educated 
(earth and life sciences, technology), 
‘Gear Head, Personal Firearms 
Proficiency, Surgery, Track. 

lealing Knack, Healing 


¢: ENT Tech 1, ENT 
‘Tech 2, Natural Mechanic, First Action, 

Reputation: +2 

Wealth Bonus: +16 

Possessions: Jumpsuit, Micton vest 
(electricity resistance 3/-), "Paladin" V3 
Fabrication Gauntlet (+12 ENC), Plasma 
‘Torch, Bio-annihlator, Bio-slugs (40), 
mechanical tool kit, flashlight, various 
personal possessions, 

Total ENC: 25, 

Tech Programs (ENC cost): Glow 
Paint (1), Binding Shot (1), Nanoscale 
Repair | (1), Nanosurgery | (1), 
Emergency Air (1), Simple Duplication 
@, Proximity Mine (3) 


FS Army Ranger 
{Strong Hero 4lMyrmidon 2): CR 6: 
Medium-size human; HD 4d8+2d10+12. 
hp 58 (plus $0 armored); Mas 14; Init +1; 
Spd 20 ft; AP 42; Defense +18, touch 
+18, fat footed +17; BAB +6; Grap +11; 
Ak +11 melee (1412+5 fire, thermal 
pike), or +7 ranged ( 3410 fe, 
microwave cannon); SV Fort +7, Ref +2, 
will +1; Str 47 (21 Armored), Dex 12, 
Con 14, int 10, Wis 10, Cha 24. 

‘Occupation: Miltary (oonus feat 
‘Atmor Proficiency (light), bonus skils: 
Drive, Pilot) 

‘Skills: Drive +3, Knowledge (tactics) 
+6, Pilot+2, Repair +6. 

ats: Simple Weapons Proficiency, 

‘Advanced Firearms Proficiency, Archaic 
Weapons Proficiency, Armor Proficiency 
(medium), Armor Proficiency (powered), 
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Personal Firearms Proficiency, Power 
Attack 

Talents: Ignore Hardness, Improved 
Ignore Hardness. 

‘Special Abi second Skin, 
Stabilty, Combat Trained (+1). 

Reputation: +0 

Wealth Bonus: +15 

Possessions: FS Soldier uniform, 
FPS-13X Fox Light Powered Armor, 
Microwave Cannon, Thermal Pike, 
microwave cell x3 (20 microwave canon 
rounds each), fied rations, basic 
mechanical too kt, duct tape x20, 
various personal possessions. 


Nomadic Assassin 
(Fast Hero S/Huntsman 1): 
Medium-size humanoid (Nomad); HD 
$5dB+id12+12; hp 59; Mas 14; init +3; 
Spd 45 ft; AP 41; Defense 20, touch 18, 
flat-footed 17; BAB +3; Grap +5; Atk +5 
melee (24642 piercing, huntspear), or 
+46 ranged (206+? piercing, huntspear) 
SV Fort +1, Ref +6, Will +1; Sir14, Dex 
46, Con 14, nt 9, Wis 14, Cha 12. 

‘Occupation: Athiete (bonus feat: 
Baw, Bonus skils: Climb, Swim). 

‘Skills: Hide +10, Move Silently +0, 
‘Survival +11 

Feats: Simple Weapons Proficiency, 
‘Archaic Weapons Proficiency, Armor 
Proficiency (ight), Defensive Martial 
Arts, Elusive Target, Nomad Species 
‘Weapons Proficiency, Track, Weapon 
Finesse. 

Talents: Evasion, Increased Speed, 


Opportunist 
‘Special Abi ife-sense, Prey, 
++1d6 Sneak Attack 
‘Species Abilities: Feat of Strength, 


Lowrlight Vision, Low Tech, Survvalist, 

Reputation: +1 

Wealth Bonus: +15 

Possessions: Traditional nomad tunic, 
leather armor, Nomadic huntspear x2 
(crysanium), standard binoculars, 
torches x2, rape (150 ft), tent (2° 
person), trail ations x12, various 
personal possessions, 
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RS Computer Tech 
{Smart Hero 2/Encoder 3): CR 6; 
Medium-size human; HD 646+12; hp 47; 
Mas 14; Int +6; Spd 30 ft; AP 42, 
Defense 19, touch 15, flat footed 27: 
BAB +2; Grap +2; Aik +2 melee (144 
piercing, knife), or +4 ranged (248 fire, 
laser pistol); SV Fort +4, Ref +4, Will +5; 
‘Si 10, Dex 14, Con 14, nt 17, Wis 10, 
Cha 12. 

‘Occupation: Technician (bonus skis: 
‘Computer Use, Craft (electronics), 
Knowledge (technology). 

‘Skills: Computer Use +16, Craft 
(chemical) +13, Craft (electronic) +13, 
‘Craft (mechanical) +13, Disable Device 
“+10, Drive +8, Investigate +10, 
Knowledge (current events) +8, 
Knowledge (earth and life sciences) +13, 
Knowledge (physical sciences) +13, 
Knowledge (technology) +9, Repair +12, 
Search +10, 

Feats: Simple Weapons Proficiency, 
‘Atmor Proficiency (light), Armor 
Proficiency (medium), Educated (earth 
and ife sciences, physical sciences), 
Gearhead, Improved initiative, Personal 
Firearms Proficiency. 

Talents: Savant (search), Exploit 
Weakness. 

‘Special Abilities: Enc Tech 1, Ene 
‘Tech 2, Tech Drone, Hacker 

Possessions: Jumpsutt, Micron Body 
‘Armor, Pest 17G Tech Drone, knife, 
‘Laser Pistol 2B fire), power pack x2 
(60 laser pistol rounds each), chemical 
‘it flashlight, various personal 
possessions, 

‘Total ENC: 24 

Tech Programs (ENC cost): Instant 
‘Amma (1), Lock (1), Encryption (2), 
‘Thermal Scan (1), Chemical Tag (1), 
‘Targeting Program (3), Acid Spray (3) 
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New Creatures 


Bille 
‘The Billt looks ike a cross between a 
Shar-pei and a rabbit. Bred to handle 
the often diverse landscapes of alien 
planets, the Bilitis able to leap great 
distances, stretching its wrinkled skin 
between its imbs and gliding for several 
feet. It thrives on darker planets with 
lower gravity 


Species Traits 

Improved Grab (Ex): To use this 
abily, a Bilt must hit an opponent ofits 
‘size or smaller with a slam attack. (For 
more detail about this abiliy, see 
‘Chapter 8: Friends and Foes in the 20 
‘Modern Roleplaying Game) 

Keen Sight (Ex): The Blithas 
darkvision out to a range of 60 ft and 
low-light vision. (For more detail about 
these abilties, see Chapter 8: Friends 
‘and Foes in the d20 Modem 
Roleplaying Game) 


Bilt: CR 4; Medium-size animal; HD 
408+ 1; hp 19; Mas 16; Init+2; Spd 30 
ft, fly 20 (Clumsy); Defense 14 (+2 Dex) 
BAB +2; Grap +7; Atk +3 melee (103, 
slam), of +3 melee (106, bite); Full Ak 
+3 melee (103, slam), or +3 melee (146, 
bite); FS 5 ft by § ft; Reach § ft; SQ 
Improved Grab, Keen Sight; AL none; 
SV Fort +4, Ref +4, Will -1; AP 0; Rep 0 
Sir 10, Dex 15, Con 12, nt 2, Wis 6 


: Listen +4, Move Silently +2, 


Feats: None. 
‘Advancement: 7-10 HD (Large). 


Grapine 
‘The Grapine is a guard creature 
developed with genes from a tiger and a 
Porcupine. Its stipes of dark burnt 
‘orange and black or brown provide 
excellent camouflage in the tall grass 
which ists preferred habitat, and its 
razor-sharp spines, almost as hard as 
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tee}, are used to devastating effect 
against its prey 

“The Grapine strikes from cover and 
ounces om its prey. It attempts to 
‘grapple and to drag its prey t0 the 
‘ground, where its spines can finish the 
jab. Because there are many creatures 
much easier to find and kil the Grapine 
{does not have many natural predators, 
‘0 ithas a tendency to overwhelm all 
Creatures indigenous to an area. 


‘Species Traits 

‘Spines: During a grapple, a Grapine 
automatically hits with 104 spines, and 
the spines do 1d4 +1 damage each, 

Improved Grab: If a Grapine hits with 
its bite attack, it may initiate a grapple 
attempt (Grapple bonus +12) as a free 
‘ction without provoking an attack of 
‘opportunity 

Pounce: If a Grapine charges into 
‘combat, it can make a full round attack, 
including its rake attack 

Rake: Ifthe Grapine has successfully 
initiated a grab, it may make a rake 
attack with ts hind legs (+9 to hit). The 
GGrapine may also make a rake attack in 
any round during which it uses a pounce 

‘Skill bonus: When hiding in tal grass, 
the Grapine gains a bonus +5 to its Hide 
check. 


Grapine: CR 7; Large Animal; HD 98 + 
418; hp 60; Mas 17; Int +3; Spa 40 ft; 
Detense 18 (+2 Dex, +7 natural, -1 size) 
BAB +6; Grap +13; Atk +9 melee (1d8 + 
3, bite), or +6 melee (2d6 + 2, claw): Full 
‘Atk +9 melee (108 + 3); FS 10 f. by 10 
f; Reach 10 f.; SQ Spines; AL none; 
‘SV Fort +6, Ref +7, Will +1; AP 0; Rep 0; 
Str 16, Dex 17, Con 15, Int 3, Wis 9, 
Cha 7. 

‘Skilis: Listen +2, Move Silently +6, 
Hide +7. 

Feats: None. 

‘Advancement: 11-15 HD (Huge) 
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Rumbling Buffalo 
‘The Rumbling Buffalo are peaceful 
Creatures — until provoked. Ifa 
Rumbling Buffalo believes itself in 
‘danger, twill urn and charge rather 
than run. Those that do flee tend to run 
‘over the threat, rather than away from i 
Rumbling Buffalo range in color 
between tan and black, and have large 
horns with very shagp points. They are 
found on plains and savannahs on high- 
‘gravity worlds. 


Species Traits 

‘Trample (Ex): As an attack action 
{during its turn each round, a Rumbling 
Buffalo can run over an opponent sized 
Medium-size or smaller, entering the 
‘opponent's fighting space to do so, and 
{dealing bludgeoning damage. 

Powerful Charge (Ex): When a 
creature with this special atack makes a 
charge, its attack deals 4d6 + 7 damage 
in addition to the normal benefits and 
hazards of a charge, and receives a 
bonus of +11. 


Rumbling Buffalo: CR 7; Large Animal 
HO 8d8 + 18; hp 60; Mas'20; nit +0; 
Spd 40 ft; Defense 16 (+7 natural, -1 
‘ize); BAB +5; Grap +10; Atk +12 
melee (108 + 7, gore); Full Atk +11 
melee (108 + 7, gore): FS 10 f. by 10 ft 
Reach 10 f.; SQ Trample, Powerful 
‘Charge; AL none; SV Fort +4, Ref +4, 
Will 1; AP 0; Rep 0; Str 21, Dex 11, 
‘Con 20, Int 2, Wis 4, Cha 4 


‘Advancement: 9-13 HD (Huge). 
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New Heroic Alien Species 


ritus 
From the depths of space they came, 
appearing first from an abandoned 
jumpgate orbiting Earth. No one can say 
{or sure ifthe iritus are fiend or foe, 
‘and their silence causes uneasiness for 
many. The only aggression they have 
‘shown was in response to an attack by 
Federation patrols; the fight ended in the 
destruction ofthe Federation forces, 

Few have actually seen the itt, 
who seem to avoid contact with other 
‘species. In fact, some do not even 
believe in their existence, but sightings 
ofthe iritus have been reported from 
‘every planet and space station. 

‘An Itt is humanoid in shape and 
‘about the size ofthe average human (6° 
tall on average). However, the lack of 
any color in the clothing or skin of an 
Irtus is quite distinctive. Litle else is 
known about the lrrtus: not their origin, 
their average lifespan, or any of their 
‘social or cultural waits 


‘Species Traits 
Itus share the following species traits: 
‘Type: Humanoid (Iritus) 
Size: Medium-size, lritus have no 
‘special bonuses or penalties due to their 


5: +6 Str, +6 Dex, +4 
Int rrtus are unbelievably strong and 
agile. 

‘Speed: 40 feet 

Hit Dice: as. 

‘Armor and Weapons Restrictions: 
All rtus are trained in ligt, medium 
‘and heavy armor. They are also 
proficient in all handguns, longarms, 
heavy weapons and Iris weapons. 

Darkvision: An lrrtus has darkvision 
‘out to a range of 120 feet. Darkvision is 
black and white only but otherwise the 
‘same as normal sight, and lnitus ean 
function with no light at all 

Dual Nature: At 10 hit die, an tritus 
‘can shift ts body to the Void once per 
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{day for 1 round per Con bonus, allowing 
itto move unhindered by any terrain 
‘during that round. This includes solid 
‘objects such as stone or starship wall 
‘An ritus also gains 50% miss chance 
‘uring this time and can attack while in 
the Void 

‘Separation: Once each day, an Iitus 
‘can separate the Void forthe duration of 
‘one round, allowing it to ignore damage 
‘dealt to it during that round, 

‘Skill Bonuses: Due to their years of 
‘combat and inteligence training, lritus 
{gain a +2 species bonus to Hide, Listen, 
Move Silently, Search, and Spot checks. 

‘Swifter than Sight: An iitus can 
‘step into the Void fora few seconds, 
‘granting it 20% concealment as it 
‘shimmers between the Void and reality. 
‘An ititus can use this ability once per 
day per 4 hit die. 

‘Tactical Mind (Ex): By spending 1 
‘action point, an Irtus can calculate its 
‘opponents next mave and shift through 
the Void to meet it, giving it the ability t 
react faster in any situation. This allows 
‘an Iritus to re-rol intiative one time, 
Picking the better ofthe two ral. 

Void Born (Ex): The iritus can exist, 
in the Void as we do in our own reality, 
but an lritus cannot exist outside the 
Void for very long. fan Initus does not 
return to the Void within 24 hours af 
leaving, it breaks down in 1d4 rounds, 
‘causing 346 points of Void damage to 
‘any non.Void creature within § feet. Any 
nnon-Void creature caught in this Void 
implosion must make a Reflex save DC 
5 + damage dealt, or be sucked into the 
Void and last forever. 

Bonus Feats: irritus gain Void Leap 
‘as a species feat. This feat gives an 
Iirtus NPC the ability o leap a short 
distance (up to 100 f) through the void 
‘once per day. Doing s0 is a full round 
ction, and does not provoke an attack 
‘of opportunity 

Free Language Skills: Read/Write 
Iritus 

Level Adjustment: +5 
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Chapter 16: Adventures 


‘The three complete adventures in this 
chapter can be played as written, or 
modified in any way the GM sees ft. As 
‘written, they are intended to be played 
in order. 


Blood on the Pavement 


‘The roar of combustion engines fils the 
air, and the sleek racecars blur as they 
‘careen past stands packed with 
‘screaming fans. This spectacle of speed 
‘and danger has not slowed in the past. 
{600 years, and may continue to 
accelerate far into the future. While 
‘some might think that automotive racing 
is passé in an age of space travel, the 
availabilty of old cars combined with the 
‘challenge of restoring and racing them 
has re-fueled this classic spot. 


Preparation 
‘To run this adventure, the GM needs the 
1420 Modern Roleplaying Game, 620 
Future, and the Dark Horizons Universe 
(Campaign Setting. This adventure is 
best suited for a party of 1" level 
characters. 


Background info 
Beginning in the 22° century, a sport 
jokingly referred to as “antiquing” swept 
‘across North America, spreading from 
there tothe rest ofthe Federated States 
‘and to many other countries. This sport 
‘consists of restoring and racing motor 
vehicles from the 21" century and 
catiler, using only tradtional machining 
‘and repairing techniques to restore 
these “antiques.” On professional 
antique racing circuits, the use of 
‘nanotechnological repair or fabrication 
technology on racecars is strictly 
prohibited — the process of restoring the 
racecars is as integral to the sport as 
the racing itself. Because 
‘nanotechnological fabrication leaves 
nanites embedded in anything built with 
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this technology, racecars can be 
‘scanned for evidence of nanotech 
tampering prior to each race. Such 
evidence can disqualify a racer from a 
race, and repeated offenses can ban a 
diver from the sport. 

‘The epicenter af the antique racing 
Circuits the American Midwest, where 
the original automotive racing industry 
flourished during the 20” century. 
People inthis area have access to old 
cars, racetracks, and raw ethanol that 
can be used as fuel. (After the depletion 
of fossil fuel supplies in the late 21* 
century, huge farms in the Midwest 
‘became a major supplier of the crops 
that are the source of a substitute fuel 
‘There are also numerous distilleries in 
the area (similar to oll refineries) that 
{um the aleohol into fuel grade ethanol 
‘or methanol.) Most ofthe restored 
racecars use ethanol engine conversion 
kts So that they can run on ethanol fuel 
Particularly wealthy racers use gasoline 
from the era of fossil fuels or expensive 
synthetic fuel. 

In the decades leading upto this 
‘adventure, authentic 20"-century car 
parts have become scarce, and the use 
‘of modern replica parts is restricted in 
most official races (only 2096 of a race- 
legal car can be made of replica parts). 
Because of the scarcity of authentic 
parts it has become quite profitable for 
‘salvage teams to venture into the 
irradiated zones east of the Mississippi 
fiver, which have become a literal 
treasure trove of vintage cars. Until 
recently, the cost of making these 
iradiated car parts safe for use made 
them practically worthless, but now that 
antiquing has driven the cost of non- 
irradiated cars sky-high, salvage teams 
find thatthe risk of recovering parts 
ays of. 


‘Adventure Plot Basics, 
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‘The heroes will be hired by Roderick database that catalogues all of the 
Stalworth to find a man named James ilegal parts and outlines the 
Kiroy (AKA Jim MacKell. Stalworth is Brotherhood supply chain, 
the son of an influential businessman 
‘and is a famous racer along the ‘Site Information 
‘Antiquing circuit. While he is wellknown, This adventure takes place in the 
he is not well liked by either other racers. American Midwest, in one of the states 
(or racing fans because he is viewed as just west of the Mississippi. By default, 
‘wealthy outsider. Stalworth claims that the adventure takes place in ilinos, in 
{Jim Mackell, a former pit crew the fictional city of New Springfield. If 
‘employee, has been stealing rare and the GM is mote familar with another 
valuable car parts from his auto shop. ‘specific cy of area along the 
Before Stalworth could confront him Mississippi, he should fee! free to ater 
about these allegations MacKell this adventure to take place there 
‘disappeared, and Stalworth wants ‘The primary site of the adventure is 
Mackell found and his vintage car parts the fictional city New Springfield, which 
recovered consists of 4 separate sectors: the 
“The heroes will have to venture into farming sector, the corporate sector, the 
‘an impoverished region called Junktown residential sector, and Junktown. 
to track down MacKell. Members ofthis “This city (Ike most in the Midwest) is 
‘community are shielding Mackell, so the surrounded by sprawling farms that 
heroes will have to sneak or talk their produce wheat or corn as a source of 
way in. When they finaly do find him, ‘ethanol to help feed the massive eneray 
the heroes wil discover that Mackellis, ‘demand of the Federated States. 
really an undercover reporter named ‘Agriculture once provided jobs for 80% 
James Kilroy, who was investigating ‘of the local population, but as more and 
‘Suspicions that Stalworth is cheating more farms have become automated, 
‘during his races. What he discovered is unemployment has increased 
‘even bigger: that Stalworth is involved <dramaticaly 
with an organized crime synaicate called ‘The corporate sector of New 
the Brotherhood of Elders, which has Springfield is the smallest in area, and 
been making money by traficking in ‘consists primarily of government offices, 
‘counterfeit authentic vintage-car parts. financial offices, and shopping dstrts. 
‘The parts that Kilroy has stolen (and he ‘The very few skyscrapers in New 
did steal them) are counterfeit parts that Springfield are found in the corporate 
he intends to use as evidence to expose sector. 
Stalworth’s activities. ‘The residential sector is only sightly 
‘After making this discovery, the larger than the corporate sector, and is 
heroes and Kilroy will be attacked by hhome to the upper-class and middle- 
agents of the Brotherhood. These class citizens of New Springfield. This 
‘agents intend to silence both Kilroy and ‘Sector is isolated from the other parts of 
‘anyone he has come into contact with the city by extensive security measures, 
(meaning the heroes and any of the ‘asad incication af the relationship 
locals who may be helping Kilroy) by between the rich and the poor in this city. 
kiling them. After surviving this Many of the wealthiest members ofthis 
‘encounter, Kiroy will ask the heroes to ‘sector are the owners ofthe outlying 
help him get the evidence he needs to ‘ethanol farms (the equivalent of today's 
link Stalworth tothe Brotherhood so «il tycoons), 
kKiroy can expose their scheme. Both “The poorest sector of New Springfield, 
Kiroy and the heroes will head to ‘commonly referred to as Junktown, is 
Stalworth’s salvage yard to recover a also the largest part ofthe city proper. It 
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is smaller than the surrounding farm 
‘sector, but has a denser population than 
any of the city’s other sectors. Many of 
its occupants used to work in the nearby 
farmlands until farm automation resulted 
in massive layoffs. Junktown gets its 
name from the many salvage operations 
based there ~ many of Junktown's 
impoverished occupants are willing to 
brave the radioactive wasteland to find 
‘car parts that can be sold for money to 
{eed their families. Other Junktown 
residents make a living working low 
wage jobs in the corporate, residential, 
and farming sectors. 


Getting Started 
As this is an introductory adventure, 

Yyour most important job as GM is to 
‘raw the heroes into a life of adventure, 
‘The most expedient way to do ths is by 
‘exploting the crippling unemployment 
rampant inthe city of New Springfield 
‘The heroes should start the game as 
residents of Junktown between the ages 
ff 18 and 25, One of the heroes’ main 
desires is to make lives for themselves, 
but there just aren't any long-term 
‘opportunities in New Springfield. i the 
heroes want to get anywhere in if, they 
vill need to leave Earth forthe outlying 
‘space stations or for Mars. This costs 
money, though, and Stalworth's promise 
‘of payment should motivate the heroes 
to.do whatever he wants. 

For the adventure to move forward, 
the heroes must be brought together 
‘and contacted by Stalworth. The 
Federated States local employment 
network can take care of both of these 
needs. When an area (ike New 
Springfield) develops a severe 
unemployment problem, the Federated 
States government installs an 
automated employment allocation 
network in that area. Employers post 
their job openings, along with 
Tequitements, onto the network, and 
unemployed Federated States citizens 
fenter their qualifications into a database 
‘on that network, The network plays 
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matchmaker, informing qualified 
jobseekers of appropriate postings; 
Using that information, jobseekers then 
‘approach potential employers on their 

Stalworth will use this network to find 
the heroes, who he thinks will be smart 
‘enough to find aman who stole valuable 
parts from his auto shop but not strong 
‘enough fo survive a fight with the 
Brotherhood Goons Stalworth will then 
‘send to attack them. Is the intention of 
Stalworth and his Brotherhood contacts 
first to kil the heroes once they have 
done Staworth’s dity work, and then to 
frame the heroes for the death of the 
man they found, (and that man for their 
deaths) in order to cover the 
Brotherhood's tracks, 


Encounter 1: Stalworth hires the 
Heroes (EL 0) 

‘The game should begin with the heroes 
heading separately for the residential 
‘sector of New Springfield. Each of them 
will have been granted a day-pass by 
the employment network to enter this 
highty isolated sector forthe purpose of 
meeting Stalworth at his auto shop. The 
heroes should all each the auto shop at 
‘approximately the same time. Once they 
have all atived, they wil be greeted by 
‘an attendant dressed in a white jumpsuit, 
‘who will check their passes and usher 
them inside. 

“The interior of Stalworth’s auto shop 
will most likely have a surreal quality for 
the heroes; they are probably 
accustomed to garages littered with 
parts and tools, their floors covered in oil 
‘tains and thei walls ringing with the 
constant hum of power tools. Stalworth’s 
“auto shop! is more ike a showroom for 
his eighteen priceless racecars, which 
sit on rotating pedestals located 
throughout the room. The floor, wall, 
nd ceiling of the shop are a pristine 
‘white, with tool compartments that fold 
‘seamiessly into the walls. A handful of 
mechanics, also in pristine white 
jumpsuits, move about the cars carrying 
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tablet computers, and appear to be recover the stolen property. Stalworth 
running diagnostic programs of some feels that the best way for them to do 
sort this is to find “MacKell’. He gives them 
‘The attendant leads the heroes ‘several digital images of "MacKell” in 
‘through this area into a room that ‘additional tothe personal information 
‘appears to be an office, where Roderick _—_that“MacKell” supplied when he was 
Stalworth is waiting. The office itself is hired (most of which is false and not 
‘quite similar to the area outside; the Particularly helpful). Stalworth also tells 
office furniture, ike the walls, is all white, them that the best place to star their 
‘and appears able to fold away into the ‘search isin Junktown, because that is 
‘walls, The only decoration in the room is where “MacKell” would go if his intention 
‘wide-screen video display designed 10 were to sell the parts. 
resemble a window. Stahworth himselt is 
‘tall Caucasian in his mid-thiies, wth Encounter 2: Hunting for James 
‘short blonde hair that is beginning to Kilroy (EL 1 to 2) 
recede. He is dressed in a white In addition to “Mackell"s data and 
jumpsuit similar to those of is Picture, Stalvorth gives the heroes a 
mechanics, decorated only with broad ‘gene-scanner loaded with “MacKell”s 
black stripes down the sleeves, DNA data. The gene-scanner analyzes 
‘When the heroes enter the office, airborne particles for trace amounts of 
Stalworth is standing in front of the DNA expelled into the air by a person's 
video aisplay with his back tothe door. breath. Using this gene-scanner, the 
‘The attendant announces the heroes’ heroes can determine whether 
arrival and hands him a printout with *Mackell” has been in an area recently, 
their names and qualfications. After nd if, wil indicate how long ago (to| 
taking a moment to read over the ‘within 12 hours) he was there. Itcan 
printout, he nods in approval and the also positively ID "Mackel” when the 
attendant leaves. Stalworth presses a heroes finally find him. Unbeknownst to 
few buttons on the nearby desk and the heroes, there is also a tracking 
‘several chairs fold out from the wall, ne _davice in the scanner, with a transmitter 
for each hero, Stalworth invites them all that will signal Stalworth when they 
to sit. He remains standing and begins find "MacKell" 
to pace back and forth on the far side of Finding “MacKell” will require the 
his desk. heroes to do some legwork and to make 
‘As he paces, Stalworth tells this story ‘a few critical skill checks. When the 
tothe heroes: About two months ago, heroes head to Junktown and start 
he hired a new mechanic who went by asking around at local salvage yards, 
the name Jim Mackell. The basic ‘they will not find anyone who has 
background check the shop ran atthe ‘seen "Mackel’, no matter how high they 
time confirmed the man’s identity, but roll on Gather information, Diplomacy, 
now Stalworth highly doubts that (or intimidate checks. Ifthe heroes make 
Mackell was the man’s real name. He Search checks in conjunction with using 
{goes on to tell the heroes that three the gene-scanner, they will be able to 
‘days ago, MacKell stopped showing up pick up his trail in Junktown. A Search 
for work, and a check of their inventory ‘check of § or better will give the heroes 
revealed that ten valuable computerized _—_"MacKell"s general location (to within a 
car-control systems were missing ‘500 square foot area). Heroes can take 
appears that this man stole the parts 10 on this check, which will take 
‘and ran. While Stalworth claims that he ‘approximately 5 hours. 
has notified the authorities about the ‘Once the heroes have narrowed down 
theft, he wants to hire the heroes to their search area, some local Gather 
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Information checks, DC 12, will tll the 
heroes that "Mackell” has been seen off 
‘and on in the area aver the past few 
days. A more concentrated Search in 
the area with the gene scanner, DC 10, 
will locate a back alley where *MacKell" 
has been sometime during the 
preceding 12 hours. A Search check DC 
5 in this alley wil uncover an old sewer 
entrance that appears recently-used, 
giving the heroes thet fist real cue 
about where he has been hiding out. 

‘At this point the heroes will most ikely 
head down into the old abandoned 
‘sewer. This sewer has not been used 
forthe past two hundred years, as most 
‘current waste disposal ulizes 
miniaturized local waste-recycting plants. 
‘The heroes are no doubt grateful for this 
fact, as it means that they are not 
assailed by the smell of raw sewage. 
‘This particular sewer dates back tothe 
20" century and is built primarily from 
Concrete, The cross section of the sewer 
tunnels is a hemisphere with the flat 
side down. There are no functioning 
lights in this sewer so the heroes will 
‘need their own light source. 

‘There is a thick layer of dust on the 
floor ofthe sewer, andif the heroes 
have a light source they can clearly see 
human footprints in the dust. f they 
succeed at a Spot check DC 35, they 
will aso notice some sort of animal 
tracks. A Knowledge (streetwise) check 
DC 10 wil tell te heroes that these 
tracks were made by the giant mutant 
rats that plague Junktown, and they will 
want to be on the lookout for these 
aggressive vermin. 

Ifthe heroes follow the footprints for 
200 feet, they will find the small safe 
hhouse in which "Mackell” has been 
hiding out. The trails not too dificut to 
follow, as most ofthe tunnels that 
‘branch off from this path are dead ends 
that caved in long ago. At some point 
along the path, 2 to 4 giant rats wil 
attack the heroes, swarming aut from 
{dark alcoves in response to the sounds 
‘made by the heroes. 


‘Giant Mutant Rat: CR 75, Small animal 
HD ¥d8; hp 2; Mas 10; Int +2; Spd 20 
ft, climb 20 f., swim 15 ft; Defense 13, 
touch 13, flatooted 12 (+1 size, +2 
Dex); BAB +0; Grp 10; Atk +3 melee 
(143, bite); Full Atk +3 (144-3, bite) 
FS Sit by 5't; Reach O ft; SQ scent, 
low-light vision: AL none; SV Fort +2, 
Ref +4, Will +1; AP 0; Rep +0; Str 2, 
Dex 15, Con 10, Int 2, Wis 12, Cha 2 
‘Skills: Balance +10, Climb +12, Hide 
+14, Move Silently +10, Swim +10, 
Feats: Weapon Finesse (bite). 


‘The rats will be hiding inthe shadows, 
‘and will surprise the heroes unless they 
‘win an opposed Hide/Spot check. The 
rhumber of rats that attack should 
{depend on how many heroes there are, 
‘and how well the heroes are equipped: 
there should be atleast one rat per 2 
heroes, and ifthe heroes are well armed 
you may want to add an additional rat or 
{wo to the total numberof rats, 

‘After defeating these rats, the heroes 
‘can continue to folaw the tail 
to"Mackell”. Eventually they should see 
steady light around a comer; there 
they wil find a bricked-off sewer tunnel 
‘with a door built into the brick wall. The 
steady light is coming from under the 
‘door. Behind this door is a small room 
that “MacKelM” bul, and he is waiting 
inside. 


Encounter 3: “MacKell”'s Plea, 
‘Stalworth's Ploy (EL 3) 

‘The frst encounter with “MacKell” can 
play out in several different ways 
{depending on the actions of the heroes. 
“Two things should happen during this 
‘encounter: “MacKell” should explain the 
tue situation to the heroes, and the 
Brotherhood's goons (who have been 
trailing the heroes through the tracking 
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device hidden in the gene-scanner) 
‘should attack *Mackell" and the heroes. 
‘The order in which these things happen 
{depends on how the heroes and 
*Mackell first meet 

Ifthe heroes are inclined to question 
*Mackell" upon finding him, he wil fill 
them in on the true story, and the 
‘subsequent attack by Stalworth’s goons 
‘should convince the heroes to believe 
him. ifthe heroes decide to go in 
‘gunning for "Mackell", you should 
immediately intercede with the goon 
attack, and then folow that with 
*MacKell"'s explanation of what is really 
{going on. Note that "MacKell" must, 
‘survive forthe story to continue. 

‘As soon as he gets the chance, 
“mtackell" wil tel the heroes his real 
name, James Kilroy, in adcltion to the 
rest of his story. He is a young journalist 
who was trying to make a name for 
himself by doing an investigative report 
‘on Stalworth, who is suspected by many 
‘other racers of cheating. Once he got on 
the inside, however, he discovered that 
he had bitten off more than he could 
‘chew. Stalworth's racing fraud was only 
the tip ofthe iceberg; Kilroy discovered 
that Stalworth had tes to the 
Brotherhood of Elders, The car parts 
that Kilroy took were evidence that 
Stalworth and his gang were machining 
replica vintage-car parts and selling 
them as authentic, which explains why 
Stalworth wants them back S0 badly. 
Kilroy built this small safe house in case 
‘something went wrong, and he decided 
to take the parts and hide here unti he 
‘thought it was safe enough to turn the 
parts (and the gang) in to the authorities. 

‘When the actual fight occurs, four 
‘goons wil attack the heroes and Kilroy, 
with the intent of kiling them all. Each of 
Stalworth’s goons has the folowing 
sta: 


Brotherhood Goon (Fast Ordinary 
Tough Ordinary 1): CR 1/2; Medium. 
‘size human; HD 1410+2; hp 7; Mas 14 
Init +1; Spd 30 ft; Defense 13, touch 12, 
flat footed 12; BAB +0; Grp +1; Atk +2 
melee (1d6+2 lethal, brass knuckles), or 
-Sranged (244, Skorpion); FS 5 ft. by 5 
{t; Reach § ft; AL the Brotherhood; SV 
Fort +3, Ref +1, Will +0; AP 0; Rep +0; 
Sir 12, Dex 12, Con 14, Int 8, Wis 10, 
Cha 10. 

‘Occupation: Criminal (bonus feat: 
Personal Firearms Proficiency; class 
skils: Gamble, Hide). 

‘Skills: Climb +3, Drive +3, intimidate 
42, Spot +2. 

Feats: Simple Weapons Proficiency, 
‘Aimar Proficiency (light), Brawl 
Personal Firearms Proficiency 

Possessions: Skorpion (32 machine 
pistol), 2 clips of 32 ammo (40 rounds) 
brass knuckles, light undercover shir, 
business suit, sunglasses, universal 
‘communicator (Unicom), 


Itthis encounter seems either too 
dificult or to0 easy, change the number 
‘of goons in the fight. Note that while 
these goons do have guns, they are not 
proficient in their use and have a penalty 
{o their attack roll. The goons are more 
likely to try to close in and attack with 
their brass knuckles than to use their 
‘guns. Kilroy will also assist the heroes in 
fighting the goons, and his stats are as. 
follows 


‘James Kilroy (Dedicated Hero 2): CR 
2; Medium-size human; HD 2d6+4; hp 
416; Mas 14; init +2; Spd 20 ft; Defense 
415, touch 15, flat-footed 12; BAB +1; 
Grp +4; Atk +2 melee (1d4+4, knife), or 
“+4 ranged (206, Falcon .45); FS ft by 
St; Reach $ ft; AL none; SV Fort +4, 
Ref +3, Will +6; AP 11; Rep +4; St 12, 
Dex 16, Con 14, Int 4, Wis 18, Cha 15, 
‘Occupation: Law Enforcement 
(bonus feat: Personal Firearms 
Proficiency, class skils: Gather 
Information, Knowledge (streetwise)). 
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‘Skills: Gamble +6, Gather information 
+7, investigate +10, Knowledge (current 
events) +4, Knowledge (streetwise) +4, 
knowledge (tactics) +4, Listen +6, 
‘Sense Motive +9, Spot +6, Survival +7, 
Treat injury +8. 

Feats, Talents and Special Abili 
‘Simple Weapons Proficiency, Personal 
Fireaims Proficiency, Skil Emphasis 
(investigate), Defensive Martial Arts, 
‘Combat Throw, Elusive Target. 

Possessions: Falcon .45, 2 clips 
‘of .45 ammo (40 rounds), knife, street 
clothes, Tangler grenade (3) 


Encounter 
Yard (EL 4) 
Inthis encounter, the heroes will atempt 
to sneak into a salvage yard that is, 
‘guarded by 4 guard dogs and a 
‘salvaged Mobile Assault Vehicle (MAV). 
‘Apt ctew engineer hiding in the main 
building in the salvage yard is contraling 
the MAV. Keep in mind that the main 
‘objective here isto find ineriminating 
fevidence and escape, and that 
defeating the MAV is not required. 

“The yard itself is 100 feet by 150 feet, 
nd is surrounded by a chain-tink fence 


Battle at the Salvage 


kKiroy will hang back and attack the 
‘goons with his Falcon .45 pistol, faling 
back on his knife if the goons close in on 
him. The fighting area itself is Kiroy's 
‘sewer safe house, a room that is 40 feet 
long, 20 feet wide, and 10 feet high. I's 
basically a sewer tunnel that has been 
walled off on either end, with a door at 
the end from which the heroes 
approached leading back into the 
‘abandoned sewer and the entrance, 

‘The safe house itself has basic living 
facilites at the far end, but otherwise is 
mostly empty. 

After the heroes fight the goons and 
talk to Kilfoy (or vce versa), he wall, 
attempt to enlist ther aid in recovering 
{ata that will expose Stalworth and his 
ties tothe Brotherhood of Elders. Kilroy 
vill also inform them that Federated 
States law enforcement has posted a 
‘substantial reward for information 
leading to the arrest of Brotherhood 
leaders, and if Stalworth is arrested 
there is'a good chance that he will name 
names. The promise of geting even, 
should also be alluring to the heroes. 
This exchange leads to the next 
‘encounter, witen Kilroy and the heroes. 
head to the Stalworth salvage yard to 
find incriminating evidence. 


that is 10 ft high. There are security 
‘cameras watching the front gate. Stacks 
fof crushed cars forming amaze 
‘dominate the interior ofthe yard. There 
is one main building, 40 feet by 40 feet 
in area, in which the engineer is hiding, 
‘This facility is also where Stalworth has 
been making fake parts. The MAV is. 
hidden amongst the stacks of old cars. 

‘When the heroes attempt to sneak 
into the yard, they must intally make 
both Move Silently and Hide checks 
‘opposed to the Spot and Listen checks 
made by the guard dogs (for guard dog 
stats, see medium-size dog in Chapter 8: 
Friends and Foes in the 20 Modem 
Roleplaying Game). Ifthe heroes fal 
these checks, the guard dogs will attack 
them and begin barking, alerting the 
‘engineer inside. 

Ifthe dogs begin barking, the engineer 
vill eave the building to check out the 
‘commotion. ithe spots the heroes he 
will un back to the building to activate 
the MAV, which constitutes a full ound 
action. Normally a MAV is controlled by 
‘a mitary plot using a Core Implant with 
‘an external interface. In this case, the 
‘engineer is controling the MAV using a 
‘software interface through a computer 
inside the building. To make the MAV 
move or attack each turn, the engineer 
must succeed at a Computer Use check 
DC 15, or the MAV wil not be able to 
take any actions that tur, 
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Pit Crew Engineer (Smart HerojCR] sneak or fight their way past them to 

1; Medium-size human; HD 1d6+2; hp 8; | _@Scape, but at this point the MAV is no 

Mas 15; Int +2; Spd 30 ft; Defense 12, longer a threat asthe engineer 

touch 12, flat-footed 10; BAB +0; Grp controling it has been neutralized, 

+2; Atk +2 melee (1o4+2, knife), oF #2 

ranged (104, taser) FS 8 ft. by 5f. Conclusion 

Reach 5 ft; AL Stalworth; SV Fort +2, At this point, all that is let fr the heroes, 

Ref +2, Wil +1; AP 5; Rep +0; Sir 14, todo is turn the evidence into the 

Dex 14, Con 18, int 18, Wis 11, Cha 8. Federated States local polce. The Feds 
‘Occupation: Technician (class skils: will aunch an investigation that will 

‘Computer Use, Craft (mechanical, resultn the arrests of Stalvorth and half 

Repair ‘adozen high-ranking ofcersin the 
‘Skills: Computer Use +11, Craft Brotherhood of Elders mafia. The 

(chemical) +8, Craft (electronic) +8, heroes will receive reward money equal 

Craft (mechanical) +9, Craft (structural) to a Wealth bonus of +16, tobe 

+48, Demaltions +8, Disable Device +8, distributed eveniy among them. Kiroy 

Knowiedge (current events) +8 will go on to write an award-winning 

Knowiedge (physical sciences) +8, article about Stalworth's arrest, 

Knowledge (lecnnology) +8, Profession launching him towards fame and fortune. 

+44, Repair +12, Research +8 ‘The heroes have made names for 
Feats, Talents and Special Abilities: | themselves in this adventure, and have 

Simple Weapons Proficiency, {gotten on the good side of local law 

Gearhead, Vehicle Exper, Savant ‘enforcement. However, the Brotherhood 

Repair) of Elders has only suffered a setback, 
Possessions: Pit crev jumpsuit ‘and may plan revenge against the 

taser, knife. heroes for foiling their plans. 


‘Salvaged MAV: CR 1, Huge construct 
HD 8d10+40; hp 80; Mas Init +2 (as 
pilot; Spa 40 ft. (bipedal; Defense 8, 
{ouch 8, flat footed 8; BAB +0 (as plo) 
Grp +14; Atk +9 melee (246, stomp), of - 
2 ranged; FS 20 ft. by 20 ft; Reach 10 
{t; AL none; SV Fort +0, Ret -2, Will +1 
(@s pilot); AP 0; Rep +0; Str 28, Dex 6, 
Con ~, Int 18 (as pilot), Wis 11 (as pion, 
Cha 8 (as pilot), 


‘The evidence that Kiltoy and the 
heroes need is on a computer inside the 
main building. Ifthe heroes are able to 
‘sneak into the main building, they wil 
sill need to take out the engineer. Either 
way, they will need to make a Computer 
Use check DC 10 to find the right files 
‘on the computer. Of course, they could 
[ust take the computer's whole data 
‘rive, which is about the size ofa credit 
card. if they have not already taken out 
the guard dogs, the heroes will have to 
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Home on the Radioactive 
Range 


‘After the depletion of Earth’s fossil fuels. 
‘during the 21° century, crops were used 
to make ethanol (a renewable source of 
fuel). As a result ofthe wildly increased 
value of arable land, many wealthy 
individuals and corporations have spent 
the past several centuries accumulating 
land to create the infrastructure that 
‘supplies the power requirements of the 
Earth and its outlying space stations. 

‘The Friedmonts spent a generation 
cultivating a radioactive wasteland, and 
after several decades of hard work they 
have tured it into productive farmland, 
Independent power-farms such as the 
Friedmont Ranch are a tempting prize 
for those who are wiling to seize land by 
unscrupulous means. 


Preparation 
‘To run this adventure, the GM needs the 
1420 Modern Roleplaying Game, 020 
Future, and the Dark Horizons Universe 
‘Campaign Setting. This adventure is 
best suited fora party of 3 level 
characters. 


Background info 
‘A generation prior to the adventure, 
Robert and Margaret Friedmont (both 
scientists) developed a technological 
means of turning radioactive wasteland 
into productive farmland. Their 
technology, the Nano-Geiger Capture 
System (NGCS), consists of a mass of 
nanites equipped with Geiger-counters. 
‘These nanites find radioactive atoms on 
and in soil, capture them, and relocate 
them toa collection center. The 
collected radioactive mass is then sent 
to. safe disposal site 

‘The Friedmonts believed that the 
NGCS could be used to make the 
irradiated east coast of North America 
habitable again, and could see similar 
use in terraforming planets that would 
be otherwise uninhabitable. 


-157- 


Unfortunately, even with the NGCS, it 
Would take several decades of 
‘dangerous work to clear enough land to 
make farming worthwhile. The 
Friedmonts secured funding trom 
independent investors to build their frst 
NGCS collection center and buy a 
‘sizable plot of irradiated land, just east 
of the Mississippi River, where they 
‘could prove the worth oftheir invention, 

20 years later, the Friedmonts had de 
irradiated a 600-acre plot of land, That 
was enough to sell the Federated States 
(owners of 98% of the irradiated east 
‘coast) on the value of the system. The 
‘sale netted a substantial profit for the 
Friedmonts and their investors. While 
the investors, their money made, went 
‘on their way, the Friedmonts decided to 
live on and cutivate the land they had 
Cleared, With their share of the profits, 
they bought equipment and built the 
‘structures they would need to turn their 
land into a power-farm, For a few years 
they hired outside help to run the farm, 
but when their son Jimbo graduated 
from the nearby New Springfield 
University wih a degree in agricuture 
and ecology, he returned home to run 
the farm, 

“The adventure takes place 
‘approximately 50 years after the 
Friedmonts bought their land and began 
their experiment to prove the 
‘effectiveness of their Nano-Geiger 
Capture System. Robert Friedmont has 
passed away, leaving Jimbo and 
Margaret Friedmont in charge of the 
ranch. Other people who lve and work 
‘on the ranch inelude Jimbo’ wife, their 
‘son, and two dozen hired hands. 

Inthe year leading up to the adventure, 
vandals have been Setting fire to the 
Friedmonts' crops and damaging their 
farm equipment. The ranch, lying just 
feast of the Mississippi, is out of the 
Jurisdiction of the nearest detachment of 
Federated States forces, so the 
Friedmonts must fend for themselves, 
‘They have installed an expansive 
‘security system, armed themselves and 
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their farmhands, and begun looking for After being hired to help with security, 
dedicated security personnel. The the PCs will spend a week or two living 
player characters (PCs) will be hired as ‘on the ranch withthe Friedmonts and 
these security personnel their other employees. At the end ofthis 
Unbeknownst to either the PCs or the time, the ranch wil once again come 
Friedmonts, the vandalism is part of a under attack by Gil Armond's gang. This 
‘scheme to get the Friedmonts to sell time, however, the security grid wil alert 
their land for much less than its worth. the PCs, who must then repel the attack. 
‘The culprits awealthy land baron of the Gil himself will be par of the attack and 
New Springfield area named Wiliam the PCs will glean information from him 
‘Connor, who approached the (or his remains) that will set them on the 
Friedmonts a year before the attacks, tral ofthe culprit 
‘seeking to buy thei land. He didn't Evidence gained during the aftermath 
Understand that tothe Friedmonts, the ofthe first attack will lead the PCs to 
ranch wasnt just land --it was their Charles Winters. Investigations into 
home. Their rejection of his offer made Winters and his security company will 
him furious, and he resolved to acquire reveal that the company is merely a 
the Friedmont Ranch by any means front, and the PCs will have to track 
necessary. down either Winters or his personal 
‘Connors’ head of security, an records to find the clue that will lead 
unserupulous ex-military officer by the them to his employer, Wiliam Connor. 
hhame of Charles Winters, takes care of At this point the PCs must decide how 
‘Connors’ dirty work. Winters was not they want to deal with Connor: kill him, 
dishonorably discharged from the ‘abduct him, or get enough evidence to 
Federated States infantry, but he was have him arrested. 
forced to resign his commission under 
mysterious citcumstances. Winters hires __Site Information 
‘an old military contact who fell into a life ‘The Friedmont Ranch proper covers 
‘of crime to lead the attacks on the ‘over 600 acres, but the Friedmants also 
Friedmont Ranch. This minor crime ‘own several square miles of the 
boss, Gil Armond, uses his gang to ‘surrounding teritory. They have begun 
harass and vandalize the ranch prior to the process of de-irvadiating this territory, 
the start of the adventure. ‘0 that it is safe to travel through even 
though its not yet ready for farming. 
‘Adventure Plot Basics This buffer zone around the ranch i fll 
Gil Armond, the ex-military crime boss, of old dead tees, with a mare recent 
has used his gang members to harass Undergrovah of tall grasses and brush. 
the Friedmont Ranch aver the year ‘The central structure on the Friedmont 
leading up tothe adventure. During the Ranch is the main house, where the 
previous growing season they Friedmont family and most oftheir 
perpetrated acts of vandalism and arson permanent farmhands lve. Ithas rooms 
against the ranch, causing substantial ‘nd facilities to house up to 40 people at 
loss to that season's crop. With the ‘once. While the main house is the size 
‘current growing season approaching ‘fa mansion, itis less opulent and more 
the Friedmonts are concerned that they utilitarian (as are most ofthe buildings 
might be attacked again and have ‘on the ranch). There is also a recently. 
installed a security grid across their buit guesthouse, which can house an 
territory. They ate also seeking extra ‘additional 20 people and also contains 
manpower to defend their ranch in case the control center forthe newiy-installed 
‘of an escalation of hostilities, and this is. ‘security grid 


where the PCs come in 
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In addition to those residential the ranch from the inside. Keep in mind 
structures, the ranch boasts a that neither the Friedmonis nor the PCs 
maintenance shed, three grain silos, know who is behind the attacks at this 
‘and a dock on the Mississippi river. The point. 

maintenance “shed” is actually more ike “The best means of having the 
‘hangar; itis the largest and oldest Friedmonts hire the PCs is by referral 
‘structure on the ranch, It has recently ‘The PCs should al be at least 2" level 
been upgraded, and now contains by the time they are playing this 
‘compete facilites for maintaining al of adventure, so they should have accrued 
the equipment and vehicies on the ‘some contacts in earlier adventures. 
ranch. The grain silos resemble 20” ‘They may have also gained some 
century silos, but contain advanced notoriety. If this adventure is being 
‘nano-technolagical equipment to keep played after the Biood on the Pavement 
‘out vermin. The dack does nat see adventure, one ofthe surviving NPCs 
‘much use (most people rely on aircraft ‘om that adventure could refer the PCs 
to cross over the river), butt does allow to the Friedmonts. James Kilroy, the 
‘some ofthe farmhands to commute to Journalist NPC from that adventure, 

the ranch using boats. ‘could be related to the Friedmonts, 

“The remainder of the ranch consists ot _which would serve this purpose wall. 
fields of wheat and corn, both of which ‘As far as motivating the PCs to help 
are raw materials for the production of the Friedmonts: the ranchers are good 
fuel ethanol. Security sensors surround folks, and they are wealthy good folks. 
both the buildings and the fields at 60 ft ‘The PCs are hired to stand guard during 
intervals. There is a grid of sensors in the height of the growing season (about 
the fields as well; these are also placed ‘one month) and wil be paid a +5 Wealth 
at $0 ftintervals. Each sensor has a bonus per character atthe end of that 
‘motion sensor, a standard video camera, _time even if there is no attack (which of 
{and a thermographic camera. All of the ‘course there will be’). In addition to this, 
‘security cameras feed into the security bonus, they will be paid an addition +2 
Center in the guesthouse. ‘Wealth bonus per character hazard pay 

It this adventure is being played as a for each altercation that takes place in 
follow-up to the Blood on the Pavement defense of the ranch. 


adventure, the GM should feel free to 
locate this ranch across the iver trom 
the city of New Springfield. This is the 
default location of the ranch, but if this 
‘adventure is being played by itself or in 
‘custom campaign the GM can place 
the ranch anywhere on the east bank of 
the Mississippi 


Getting Started 
‘The main consideration when drawing 
the PCS into this adventure isto get the 
players and the Friedmonts together 
convincingly. The Friedmonts approach 
the hiring process with great caution; if 
they were to simply posta job ad for the 
‘security position, it could alert the 
vandals ~ at worst, a vandal might even 
apply fr the position and get access to 
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Encounter 1: Meet the Friedmonts 
(Lo) 

During the fist encounter ofthis 
‘adventure, the PCS will be introduced to 
the Friedmonts and become 
‘accustomed to life on the farm. There 
‘are a host af NPCs to meet atthe ranch, 
including Margaret Friedmont (the 
matriarch, Jimbo Friedmont (her son), 
Mary Friedmont (Jimbo's wife), Jimbo Jt. 
(Gimbo and Mary's son), and two dozen 
farm hands, 

‘Margaret Friedmont is 78 years old 
‘and is a Level 4 Smart Hero. 45-year- 
‘ld Jimbo is a Level 2 StrongiLevel 1 
‘Smart Hero, 43-year-old Mary is a Level 
2 Dedicated Hero, and 19-year-old 
Sunioris a Level 1 Strong Hero. The 
farm hands are mostly Level 1 Strong 
‘Ordinaries, but the GM could make 
‘some unique farmhands. 


“Jimbo Friedmont (Strong Hero 
2iSmart Hero 1): CR 3; Medium-size 
human; HD 2d8+1d6+6; hp 28; Mas 12; 
Init +1; Spd 30 ft; Defense 13, touch 13, 
flat-footed 12; BAB +2; Grap +5,Atk +5 
melee (14443, knife), or +3 ranged (208 
‘SAW M29); FS 5 ft by 5 ft; Reach 5 f. 
AL none; SV Fort +2, Ref +1, Will +2; 
'AP 11; Rep +0; Str 16, Dex 13, Con 12, 
Int 44, Wis 13, Cha 13. 

‘Occupation: Rural (bonus skils: 
Drive, Repair; bonus feat: Personal 
Firearms Proficiency). 

‘Skills: Craft (mechanical) +8, Craft 
(structural) +10, Drive +6, Knowledge 
(earth and life sciences) +7, Profession 
+6, Repair +10. 

Feats, Talents and Special Abili 
Simple Weapons Proficiency, Brav, 
Builder (mechanical, structural), Surtace 
Vehicle Operation, Toughness, Extreme 
Effort, Savant (rept) 

Possessions: Knife, SW M29 (.44 
magnum revolve), .44 ammo x30, work 
clothes, Unicom PDA. 
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Jimbo ar. (Strong Hero 4): CRT, 
Medium-size human; HD 1d8+2; hp 10; 
Mas 14; Int +0; Spd 30 fe; Defense 14 
touch 11, flat-footed 14; BAB +1; Grap 
+4; Atk +4 melee (10443, knife), or +1 
ranged (204, Pathfinder); FS'5 ft. by 5 

ft; Reach § ft; AL none; SV Fort +3, Ref 
+0, Will; AP'§; Rep +0; Str17, Dex 
10, Con 14, Int 11, Wis 8, Cha 16. 

‘Occupation: Student (bonus skis: 
nowiedge (earth and life sciences, 
business, technology), 

‘Skills: Computer Use +4, Handle 
‘Animal +4, Knowledge (current events) 
+6, Knowledge (popular culture) +2, 
Repair +2, Research +2. 

Feats, Talents and Special Abil 
Simple Weapons Proficiency, Personal 
Fireaims Proficiency, Light Armor 
Proficiency, Melee Smash. 

Possessions: Knife, Pathfinder (22 
revolver), .22 ammo x48, undercover, 
vest, street clothes, Unicom PDA, 


Farmhand (Strong Ordinary a): CR 
112; Medium-size human; HD 148+; hp 
5; Mas 12; nit +4; Spd 20 ft; Defense 
42, touch 12, fat footed 11; BAB +1; 
Grap +3; Atk +3 melee (1d6+2, baton), 
or +2 ranged (246, Beretta 92F); FS 5 ft 
by 5 ft; Reach § ft: SV For +2, Ref +1, 
Will +1; AP 0; Rep +0; Str 14, Dex 12, 
‘Con 12, int 1, Wis 12, Cha 10. 

‘Occupation: Rural (bonus feat 
Personal Firearms Proficiency; bonus 
‘kil: Drive, Ride). 

‘Skills: Craft (structural) +5, Handle 
‘Animal +5, Repair +3, Drive +4 

Feats: Simple Weapons Proficiency, 
‘Animal Affinity, Bulder. 

Possessions: Metal baton, Berretta 
‘92 (8mm autoloade), mm X30, work 
clothes, Unicom PDA 


‘After making the necessary 
arrangements with the Friedmonts 10 
take the job, the PCs will meet Jimbo for 
the first time at a dock on the western 
shore of the Mississippi across from the 
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ranch. He will ferry them across by boat, ‘Occupation: Criminal (bonus Teat 
and probably make some small tak Personal Firearms Proficiency, bonus 
‘along the way. Once they get across the _| skils: Forgery, Gamble), 
Fiver they willbe introduced to all of the ‘Skills: Climb +7, Jump +7, Knowledge 
Friedmonts and farmhands, and willbe (tactics) +8, Swim 5. 
given a tour ofthe ranch, Feats, Talents and Special Abil 
‘They will each be given a room in the ‘Simple Weapons Proficiency, Light 
‘guesthouse, and will have access to the ‘| Armor Proficiency, Medium Armor 
‘Security center and armory there. The Proficiency, Power Attack, Sunder, 
‘armory contains most common forms of Ignore Hardness, Melee Smash. 
‘weapons, ammo, and armor, and PCs Possessions: AK-47 (7.62mm 
can attempt to requisition equipment assault rifle), 7.62 ammo x60, knife, 
there. White staying atthe ranch they Molotov Cocktail x4 (108 fre), 
will get 3 meals a day and will most Cconcealable vest (+4), street clothes. 
likely keep an eye on the security grid in 
shits ‘Gang Member (Tough Ordinary 2) 
“Two weeks will pass inthis manner, ‘CR 1; Medium-size human; HD 2d10+4; 
‘and the PCs will most likely fal into a hp 14: Mas 14; int +0; Spd 30 f. 
daily routine, Some of the more tech- Defense 13, touch 12, flat footed 13 
‘savvy PCs might choose to inspect the BAB +1; Grap +2; Alk +3 melee (1d6+3, 
‘security grid and the sensor grid to brass knuckles), or +1 ranged (246, 
make sure ofits effectiveness. Others, MAC 10): FS 6 f. bys ft; Reach 5 ft. 
might choose to pass the time by getting —_ Sv Fort +4, Ref +0, Will-1; AP O; Rep 
to know some of the NPCs or by using 40; Str 12, Dex 10, Con 14, nt 8, Wis &, 
their craft skils in the maintenance ha 10. 
hangar. ‘Occupation: Criminal (bonus feat 
Personal Firearms Proficiency, bonus 
Encounter 2: Siege at the Ranch (EL ‘skills: Gamble, Knowiedge (streetwise). 
3) ‘Skills: Knowledge (streetwise) +6, 
‘Alter the first two weeks have passed Gamble +4, 
relatively uneventfully a the Fried mont eats, Talents and Special Abil 
Ranch, Gil Armond and his gang attack. ‘Simple Weapons Proficiency, Brav, 
Previously the gang had only attempted ‘Advanced Firearms Proficiency, Point 
to harass the ranch, in an attempt to Blank Shot. 
make them want to leave and thus more Possessions: Brass knuckles, MAC 
likely to sel. This time, however, they Ingram M10 (45 machine pistol), 45 
intend to do some serious damage, ‘ammo x60, Molotov Cockaail x2, street 
because their previous attempts have ‘othes, leather jock 


had no effect. Gil Armond is a Level 3 


Strong Hero, and his gang members are Gi si his pang il Soptoash te 


Level 2 Tough Ordinaries. ranch from the north, where they have 
ieft a powerboat onthe shore. They plan 
‘Gil Armond (Strong Hero 3): CRS, to toch the fields with the Moiotov 
Medium-size human; HD 2d8+6; hp 18; Cocktails they have brought, killa few 
Mas 14; Init +1; Spd 30 ft; Defense 13, people, and make their escape back 
touch 13, flat-footed 11; BAB +3; Grap forth. They don’ know that the 
+5; Atk +5 melee (1d4+2, knife), or +4 Friedmonts have installed a security grid 
ranged +4 (248, AK-47); FS by 5%; | and hired the PCs 
Reach 5 ft; SV Fort +4, Ref +2, Will +0; ‘The default number of gang members 
AAP O; Rep +0; Str 14, Dex 12, Con 14 with Gilis 8, but the GM Should feel ree 
tnt 10, Wis 9, Cha . 


-161- 
©2008 Max Gaming Technologies, LLC 


Dark Horizons Universe Campaign Setting 


to add or subtract gang members to bodies is a good idea. if most or al of 
agjust the challenge to ft the PCs! them have been taken alive, turning 
abilities. The gang will most kely split them in tothe police is a good idea. A 
up, leaving a few vandals to torch the ‘successful Research check DC 15 will 
fields while Gil and the remaining gang reveal that they all have outstanding 
members head towards the buildings to arrest warrants, so the police will atest 
{do some damage. As you might expect, them even if the charges for vandalism 
this takes place in the dead of night. land assault don't stick 
‘One of the PCs has the graveyard shift 
‘on the security center; ifthe PC on shift Encounter 4: Following the Money 
is sleeping at the wheel, the alarms (eL2) 
won't go off until the fields are burning ‘The next stage is to locate Charles 
So long as someone is atthe control, Winters, find out whether he isthe 
the PCS willbe alerted ance the gang behind the attacks, and who he is 
{gets within 25 feet ofthe outer sensor ‘working for, if anyone. Research or 
perimeter. Gather information checks (DC 15) wil 
‘Alarms do not blare across all the tell the PCs that Winters is an 
fields, but they will sound inside all of ‘experienced miltary man, so the direct, 
the buildings ifthe PC on watch sets ‘approach might not be very effective. If 
them off (as he should) when he spots the PCs have downloaded the contact 
intruders in the dead of night. How the information from Gil's Unicom, they 
PCs deal with Gil and his gang is up to have Winter's work number, phone 
them, but expect most ofthe attackers number, and business address. Paying 
to die rather than surrender. if the PCs his place of business a visit, after hours, 
take Gil alve they may be able to get might be a good idea. 
‘some information out of him, but they'l Ifthe PCs want to break into Winter's 
have much better luck extracting office, they will need to get through 
information out af his Unicom, ‘some security. A Disable Device check 
DC 18 will disable the electronic lock on 
Encounter 3: Aftermath of the Siege the door to the office. A Search check 
Dc 15 will uncover some checks for 
Aer the attack, the PCs will want 10 ty large amounts of money from Willam 
to get some information from theie ‘Conner, with dates suspiciously near 
attackers - even the dead ones. The those ofthe previous attacks. A 
‘gang members don't knaw much of ‘Computer Use check DC 18 on his 
anything, as Gil pulled all the strings. ‘computer will uncover communications 
‘About all the PCs will get out of a gang between Winters and Connor going over 
member using an Intimidate check DC the details of invading the Friedmont 
10 is that Gilis the boss. If Gilis still Ranch. 
alive, a successful Inimidate check DC Ifthe PCs ty tracking down Winters to 
35 will get Charles Winter's name out of get the info in person, they will have a 
him, but thats all he knows. If Gilis uch more difficult time, Winters is a 
dead, a successful Computer Use check _heroic Level 2 SmartLevel 3 Surong 3 
De 17 will extract Winter's name and heroic NPC: he will be difficult to 
‘contact information from his Unicom intimidate or tick into revealing 
(this can be done while he is alive as information. ithe finds out that the PCs 
‘well, the PCs take is stuf) ‘work for the Friedmonts, he will be 
“There is not much else to do with Gil ‘openly hostile; he will attack them if he 
‘and his gang at this point, so itis just a is able, evade them, and attempt to 
matter of deciding what to do with them. reach Conner to inform him of the new 


If they are all dead, geting rid of their 
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situation. However, tailing him to Conner 
might not be a bad idea etther. 

‘The final lnk inthe chain leads to 
william Conner, who is a Level 4 
‘Charismatic heroic NPC. At this point, it 
the PCs have gathered enough 
incriminating information, they can go 
straight tothe police. if they haven't 
{ound any hard evidence, approaching 
him with a hidden recording device and 
‘getting him to admit to being behind the 
attacks might do the trick. Of course, a 
laser to the brain will prevent Conner 
from harassing the Friedmonts as well 


Conclusion 
‘Once they have taken care of Conner, 
the PCs have accomplished their 
mmission. At this point they can collect 
their fee from the Friedmonts: a wealth 
bonus of 45, plus an additional +2 for 
‘each fight they got ito on behalf of the 
Friedmonts, (The second encounter, the 
siege, should increase the PCs' take 10 
atleast +7.) Afterwards, the PCs will 
‘always be welcome at the Fried mont 
Ranch. With Conner in jail andlor dead, 
his land empire begins to crumble. 
Ironically, the Friedmonts wind up 
buying a iarge chunk of his land, 
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Zero-G Black Jack 


New Vegas: A small bubble of paradise 
floating in the cold black waters of space, 
‘place of respite for the weary 
‘spacefarer; an insulated cauldron of 
debauchery away from the prying eyes 

of invasive governments. The New 
‘Vegas Recreational Space Station is all 
of these things and more, and itis the 
‘setting of this adventure into the Dark 
Horizons universe, While visiting New 
‘Vegas for business, pleasure, or just a 
stop along the road, the heroes find 
themselves trapped when the entire 
Station is put on emergency lockdown, 
‘The only way to get out isto find a 
missing courier with a secret of galactic 
importance locked away in his brain 

‘And ifthe heroes want to try to net a 

nice profit on the side, who's to complain? 
Not the station casino, that's for sure! 


Preparation 
‘To run this adventure, the GM needs the 
1420 Modern Roleplaying Game, 020 
Future, and the Dark Horizons Universe 
‘Campaign Setting. This adventure is 
best suited for a party of 5" level 
characters. 


Background info 
‘The New Vegas Station is located along 
attrade route of space stations that ies 
between the orbits of Earth and Mars. 
‘The dominant station on this circuit is 
the neutral ground of Midpoint Station, a 
colossal outpost builtin the early days of 
the terraforming of Mars. Midpoint 
Station follows is own artificial orbit in 
‘such a way that itis usually halfway 
between Earth and Mars, allowing it to 
‘serve as a refueling station and 
‘evacuation route for ships traveling 
between the two now-habitable planets. 

‘As the completion of Martian 
terraforming drew near, colonists began 
flocking to Midpoint Station. in response 
to potentially dangerous overpopulation, 
the leaders of Midpoint station 
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negotiated the Midpoint Charter with the 
Federated States and the Rising Suns. 
Both the Eastern Confederation and the 
Martian Consortium, along with many 
‘other independent nations, later signed 
the Midpoint Charter as well 

‘The Midpoint Charter allows any party 
to bull a space station in synchronous 
‘orbit wth Midpoint, and grants that party 
‘sovereignty over a sector of space 
‘surrounding the station and proportional 
in volume tothe size ofthe station's 
population. Midpoint Station itself has 
the authority to regulate all space 
Stations created under the Midpoint 
‘Charter, but in common practice does 
litle more than keep the peace when 
territorial disputes arise; on the whole, 
these stations are left alone to regulate 
themselves internally. Upon the 
finalization of the Charter, a flood of 
people seeking escape, profit, and 
personal freedom took ta space to carve 
‘out their own litle niches. By the time 
this adventure takes place there isa ring 
‘of thousands of space stations, but 
there is room for literally hundreds of 
thousands more space is big. 

‘Often referred to as "The Long Road’ 
this ring of space stations serves as a 
ttade route along wiich slow short- 
range space craft travel, buying and 
selling goods on their journeys between 
Earth and Mars. The main exports of 
most space stations are electrical power 
land unprocessed ore. Both Mars and 
Earth are dependant on the stations of 
the Long Road for power, as Earth has 
depleted all ofits fossil fuels and Mars 
never had any fossils inthe ist place. 
Many stations “farm solar energy using 
fields (measuring miles across) of solar 
collectors in free-fall. Ships carrying 
huge electrical storage cells rade 
material resources for electrical power, 
which they then sell planet-side at a 
profit 

‘Other space stations are mining 
‘operations, making forays into the 
nearby asteroid belt for raw materials to 
‘ello the resource-starved planets and 
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to other space stations. Asteroid mining Rising Suns, ands carrying plans for a 
is a profitable business, but also a new state-of the-art quantum electino 
dangerous one. The rise of dive (QED). This new QED is a version 
interplanetary trade has been ofthe faster-than-light starship dive that 
‘accompanied by the rise of has been miniaturized so that can be 
interplanetary piracy, and itis a poorly installed in an ultra-light fighter. The 
kept secret that most space pirates call plans themselves are stored in a 
the asteroid belt home. ‘Specialized Core upgrade implanted 
Sill other space stations have more within the couriers brain. Two questions 
‘specialized industries, and the New remain: who is attempting to steal the 
\Vegas Recreational Station is a good plans, and who told the thief or thieves 
‘example. It serves as a rest stop for about their existence? 
‘weary (and often wealthy) traders and 
{as an exotic resort for Terrans and ‘Site information 
Martians. also serves as a staging New Vegas itself is colossal space 
‘ground for interplanetary crime-lords Station supporting a population large 
‘and black markets ‘enough to fila small city. There are no 
‘explicit rules for space stations in any of 
‘Adventure Plot Basics, the books that this module requires. 
This adventure revolves around tracking However, the starship rules found 
down, dead or alive, a missing man who Chapter 7 of 020 Future provided 
is believed to be somewhere on the inspiration for some improvised rules 
‘New Vegas Station. At the outset of the that sufficient for the purposes of this, 
‘adventure the heroes are most likely off adventure. 
‘somewhere gambling or otherwise For starters, New Vegas is big, 
‘enjoying one of the many forms of measuring 4,000 feet across and 6,000 
‘entertainment to be found. Feel free to feet deep (use the feet across on a grid 
allow the heroes to indulge themselves, when interacting with starships). The 
if most ofthe players are so inclined, Station has stats similar to those of a 
Early in the festiviies, an ‘superheavy starship, with double the 
‘announcement rings out in all sections ‘ize and a huge population capacity at 
Of the station that New Vegas is under a _—_—the cost of being unable to move out of 
temporary quarantine order and has its orbit. The station's maximum 
been locked down. The announcement ‘capacity for visitors (passengers) is 
continues, explaining thatthe lockdown £8,000, with space for both a crew of 600 
is only a basic security procedure and ‘and 1.400 service employees, bringing 
imploring the listeners to go about their its total capacity to 10,000 individuals. 
business until the quarantine is lifted, ‘The stations life support system is 
‘The heroes soon discover thatthe Capable of maintaining 12,000 people in 
reason for the station-wide lockdown is, ‘an emergency, and the station has an 
the disappearance of man who, atificial gravity generator that produces 
according to authorities, must not be 1G forthe entire station, 
allowed to leave the station. The heroes Ifthe New Vegas Station becomes 
must then follow a series of clues, involved in combat, itis always 
survive afew close calls, and eventually flatfooted and has a flatfooted defense 
confront the missing man's abductors. of 2 (10 - 8 Colossal size modifier), a 
Ifthe players are astute investigators, hardness of 40, 35,000 hit points and a 
or just plain lucky, they might also tactical speed of 0. The station itself is 
discover that there is more going on unarmed but boasts a complement of 25, 
than meets the eye. The missing manis Assault Fighters (described in Chapter 7 
in facta courier in the emplay of the ‘of 20 Future), in addition to being 
=165- 
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under the protection of Midpoint Station 
‘nd all major political factions in 
‘accordance with the Midpoint Charter. 

‘When viewed from space, New Vegas 
Station bears a strong resemblance to a 
‘mushroom - its central docking area 
resembles a stalk and the dom 
habitation center makes up the "cap’ 
‘The docking area can house several 
dozen light and ultra-ight visiting 
‘Starships, and has facies to dock with 
ships of any size that are simply 
‘dropping off passengers. The habitation 
dome is separated into 3 sectors: the 
slums, the mid-class sector and the elite 
‘Sector. Each sector has its own housing 
and its own unique class of 
‘entertainment, 

“The slum Sector is the largest sector 
‘and the closest to the dacking area. The 
‘lum sector was originally known as the 
budget sector, but overtime this sector 
has filed up with those who have 
‘gambled their lives away tothe point 
that they cannot even afford to book 
passage off New Vegas. These trapped 
people either become poorly paid 
Station employees or jin local gangs 
until they can afford to leave. Some 
people start a new life on New Vegas in 
{this manner. The main atraction in this 
‘sector is the Arena, home to some of 
the most brutal sporting events in known 
‘space, including battles in which 
Gladiators fight to the death. This sector 
also sports a massive bazaar that is, 
home to a highly accessible black 
market. The Knowiedge (streetwise) DC 
to find this black markets only 13. The 
‘lum sector is also the location of low- 
‘cost housing for most of the station's 
‘employees. 

“The mid-class sectors the destination 
{or visitors who are considered “middle 
lass" by futuristic standards. This 
middle-sized sector is home to mare 
mundane entertainments, including 
traditional casinos, various shows, 
movie theatres, and fine restaurants. 
Most visitors to this sector are space 
merchants, soldiers on shore leave, and 
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‘vacationing families from the planets or 
‘ther stations, Such visitors who are 
staying for more than one day are 
usually housed inthis sector. 

“The smallest sector isthe elite sector, 
where the upper crust of society stays 
‘when visiting New Vegas. Here royalty, 
poltical leaders, celebrities, and the just 
plain fithy-rich are catered to in every 
conceivable way. Passage tothe elite 
‘sector is restricted to those who can 
afford a pass (purchase DC 30). 

New Vegas Station has specific 
‘security policies regarding the kinds of 
weapons and armor allowed onto the 
Station. All armor is allowed on the 
Station, upto and including personal 
powered armor. Melee weapons for the 
purpose of seltdetense are also 
Permitted to visitors. Pistols are allowed, 
but must be peace-tied. A peace tie is a 
‘small metalic device that prevents a 
weapon from being fred; ithas 2 hit- 
points and a hardness of 8 (for more 
information, see Chapter 6 in this guide). 
Ifa peace te is tampered with, it sends 
‘a signal tthe station security center 
‘that identifies the weapon's owner and 
indicates its curtent location. This signal 
{does not function outside the station, 
Weapons such as ries, heavy weapons, 
‘grenades, and high expiosives are 
banned from the station, but may be left 
in storage lockers that can be rented in 
the docking area. 
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Getting Started 
‘To get the story going, find out why the 
heroes are at New Vegas. The most 
‘obvious reason for visting is to partake 
in the various forms of recreation and 
entertainment the station has to offer. 
‘One hero might just have finished a 
lucrative venture, and may wish to 
multiply his earnings with some 
‘compulsive gambling in the casinos. 
‘Another may have come to see (or take 
part in the brutal gladiatoial fights in 
the slums section, while a third plans to 
‘enjoy the high theatre found in the elite 
‘section. Or the heroes might not have 
‘come for entertainment at all: hero 
might be in New Vegas to arrange a 
business transaction, to look for work, or 
to make contact with black market 
‘connections in the station's underworld. 

‘Once you and the players establish 
why the heroes are in New Vegas, allow 
the heroes to explore ther stories for a 
‘short amount of time. Find an opportune 
moment to interrupt and get the players’ 
attention with the quarantine 
‘announcement. How do the heroes 
react? Who wants to escape from the 
station? Who keeps gambling, working, 
‘or minding his business? Who seeks out 
the authortes in hopes of determining 
What is going on? Their reactions will 
‘essentially fall ito two categories: 
investigating the situation or deciining to 
investigate. A player who investigates 
‘the situation will meet the station's 
‘security chief directly; a player who 
declines to investigate will be tracked 
‘down by the securty chief. Keep in mind 
that the security chief is aware of the 
presence of each hero (wo would have 
been required to register to board the 
station), and may know the reputation of 
‘each hero. In either case, the heroes will 
be hired by the security chief to track 
down the missing man, 
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Encounter 1: Meeting with Security 
Chief Zilas (EL 0) 

‘After a brief period spent exploring the 
Station and taking in the sights, the 
heroes hear the following 
‘announcement ring out across New 
\Vegas Recreational Station: “Attention 
all Guests and Personnel: This space 
Station is under a temporary quarantine 
‘order, and will be locked down until 
further notice, Do nat be alarmed; this 
lockdown is not a response to any form 
‘of contamination, but is for security 
purposes only. All passage on or off the 
Station is prohibited during the lockdown, 
‘and occupants passing between sectors 
vill be subject to screening. Guests will 
Not be charged for their stay forthe 
duration of the lockdown. Feel tree to go 
about your business while on New 
\Vegas. We apologize for any 
inconvenience, and thank you for your 
co-operation.” 

‘This message repeats for nearly half 
‘an hour, each time in a different 
language. What happens next depends 
‘on what the heroes decide what to do. if 
they continue to go about their business, 
the security forces ofthe station will 
‘eventually seek them out. if they decide 
to investigate, the most obvious thing for 
them to do is visit the closest security 
Station. If they decide to ask around fist, 
‘a Gather Information check DC 15 will 
find out thatthe security forces are 
looking for someone, and that there may 
be a reward involved. Ifthe heroes go to 
‘a security station they will be asked to 
wait a few minutes, and atthe end of, 
that time Station Security Chief Zlas wil 
arrive and offer them the job of tacking 
‘down a missing man known as Sid "The 
Mollusk’ Jeter. 

Ifthe heroes don't approach a security 
station voluntary, Zlas wil go to them. 
Ifthe heroes attempt to move between 
‘sections ofthe station, the security 
‘screening employees will stall them long 
‘enough for Ziias to arive (less than 15 
minutes), and ifthe heroes return to 
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their ving accommodations, Zias wall, 
bee waiting for them there. 

Security Chief Zlas is a Smart Field 
Officer § Heroic character. Like mast 
‘space station dwellers he appears to be 
multiracial in background, with features 
that are neither Asian nor Caucasian, 
but are reminiscent of each. He isin his 
late 40's, with straight black hair 
beginning to gray: he wears his hair 
short above his biue-gray uniform 
Jumpsuit. He receives all reports on 
“persons of interest” who enter New 
Vegas, and the heroes all fit that 
<escription. Zilas has connections to the 
inteligence communities of all three of 
Earth's major political factions; all but 
the most restricted information that each 
‘community has gathered about the 
heroes is at his disposal. For the most 
part, this means that he knows that the 
heroes are capable, even ithe cannot 
fully tust them, 

Zilas does not want to investigate 
Sid's disappearance with his own forces 
{for two reasons. Fist, if quests catch 
wind that someone is missing it may 
‘cause a panic. Second, Zlas strongly 
‘suspects that some of his men have 
‘connections to local criminal 
‘organizations that might be involved. 
(Asa side note, Zils tolerates the local 
‘rime bosses because they both keep 
their gangs in line and run the local 
black market - one of the unadverised 
attractions of the station ) 

Zilas gives the heroes the folowing 
information: that Sid “The Mollusk" Jeter, 
‘a courier in the employ of the Rising 
‘Suns who only recently arived at New 
Vegas, has gone missing. (if anyone 
‘asks why he's called "The MalluSk’ t's 
because he is slippery and spineless, 
but has a tough shell) Sid had been 
‘carrying a peace-tied laser pistl, and 
‘about an hour before the lockdown its 
peace-tie was disabled inthe slum 
Sectors bazaar, 

‘The heroes’ first task isto find outit 
Sidis alive of dead. ithe is dead, they 
must then find his remains and whoever 
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kiled him. The station will be under 
lockdown until they find him, and i they 
take the mission and succeed, they will 
receive a cash reward equal to a Wealth 
bonus of #17 to be distriouted among 
the heroes. Upon accepting the mission, 
they will be issued pictures of Si, a 
‘security force communicator, and the 
‘co-ordinates of the location inthe 
bazaar where his pistol was fired. Zilas 
also removes the peace-ties from all of 
their weapons. 


Encounter 2: Search the last known 
location of Sid “The Mollusk" Jelter 
ea) 
‘The search for Sid takes the heroes to 
the slum sector of New Vegas. The 
slums are the largest area inthe entire 
Station, but thanks to Sic's peace-tie 
transmitter the search area has been 
narrowed to a single sub-sector thats 
‘oughly 150 feet by 150 fetin area and 
50 feet high. This specific sub-sector is 
labeled 6-043 (Budget Sector Fory- 
Thee), but the local residents refer to 
the area as “Slop-Mart" Visitors rarely 
‘come t this area, as tis the primary 
food market forthe Station's mace 
sesttute permanent residents 

“This area is dominated by one major 
‘sweet lined with cars selling low-quality 
food and household items. (The heroes 
‘enter at the "south end ofthe street) 
Many ofthe street vendors sell what the 
heroes consider vermin as food, and 
most f the othe items available are of 
litle interest. Exits to adjoining sectors 
and intemal ransporation can be found 
ateither end of the street. Side alleys 
five feet in width shoot af from the main 
‘Steet on both sides at 20-fot intervals, 
nd the buildings that define the alleys 
land streets reach all the way up tothe 
Celing ofthe sium sub-sector. These 
blockish gray buildings are constructed 
ofa cheap polymer constuction 
material, wth simple signs long 
‘obscured by graft. They serve 
primarily as storage for vendors, but 
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‘some have been converted into cheap 
housing. 

Itis early i the morning for this sector, 
‘and mast of the vendors are just 
beginning to set up shop. Several small 
‘groups of chitdren are running and 
playing. Many of these children have 
been abandoned here, where one of the 
buildings houses an orphanage. There 
are a few people out and about besides 
the vendors; mast of them are older 
ladies who gossip and look after the 
children as they shop. The total number 
‘of people out in the open is 19 street 
vendors, 2 elderly men, 5 elderly women, 
‘and 24 children for a total of 60 people. 

In order to progress in this encounter 
the heroes will need to make one of 
more critical skill checks. The objective 
here is to eventually find the remains of 
Sid Jeltr, which are located in this area, 
Sid has been kiled, and his head has 
been removed. His headless corpse has 
been hidden under piles of garbage in 
the alley furthest "northeast" inthis, 
sector. 

In order to find Sid, the heroes can 
attempt a combination of several skill 
‘checks. An Investigate check (OC 14) 
with the local adults wil uncover that Sid 
was seen entering the area yesterday, 
but that no one saw him leave, A Gather 
Information check (DC 15) with the 
‘adults will uncover that some of the 
children were excited about finding 
‘something odd that morning. A Gather 
Information or Diplomacy check (DC 17) 
with the local orphans will uncover that 
they found a laser pistol with depleted 
‘ammo in the alley in which Sid's corpse, 
and they will point the heroes in the 
direction of that alley. A Search check is. 
then required to find Sid. if the heroes 
haven't found out about the laser, the 
DC to find Sid is 30; if they have, then 
the DC is only 12. 

‘When the heroes find Sid and 
‘examine his corpse they wil find that he 
was stabbed several times before 
decapitation. The neck wound is 
ccauterized as though he were 


decapitated with a laser, and his own 
laser pistol may have been used for this 
purpose. They find both a ong burn 
mark and a fair amount of blood (from 
the stab wounds) on the ground near 
the corpse, making it clear that he was 
most likely killed and decapitated right 
there in the ally. In one of his pockets 
they find a piece of paper on which is 
\wrtten the address of one of the nearby 
buildings, along with the words "side 
{door” and the question "Have you seen 
my dog?” 


Encounter 3: Encounter with Crime 
Boss Filk (EL 2 or 5) 

‘The address on the note found on Sid's 
remains is that of a nearby warehouse 
in sub-sector 8-043, the 4° building from 
the southern entrance on the west side 
{across the street and 3 blocks to the 
right from the alley with Sid's corpse). 
the heroes check out the side door at 
that building, knock, and say, "Have you 
‘seen my dag?" to the doorman, they Will 
be allowed peaceably into the office of 
Fi, the local crime boss and black 
‘market vendor. The phrase "Have you 
‘seen my dog?” is the password that 
{grants entry, and indicates as well that 
the speaker is interested in buying or 
selling on the black market, 

Filkis a mid-level drug dealer (Tough 
Ordinary 3/Charismatic Ordinary 3) as 
described Chapter 8 of the d20 Modern 
Roleplaying Game, withthe folowing 
{wo alterations: fist, instead ofa ight 
Undercover shirt he wears a micron vest; 
‘Second, instead of a 9mm pistol he 
caries a binary laser (2d8 fie plus 1 
temp Con damage, cit 19-20); note that 
his laser fs not peace-tied. He has two 
‘power cells for his binary laser, each of 
Which allows him 40 shots, 

In addition, three low-level gang 
‘members guard him (Fast Ordinary 
Tough Ordinary 1; for more, see 
‘Chapter 8 of the d20 Modern 
Roleplaying Game). Each of these gang 
‘members carries a high-frequency 
‘sword (246 slashing, crit 19-20) instead 
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‘of the mm pistols described in the 20 
‘Modern Roleplaying Game. One of 
these gang members is the doorman 

Ifthe heroes use the password to 
center Fik’s office, they can simply talk to 
him to get the info they need. Ifthe 
heroes make a Diplomacy check (DC 
15), ik wil ell them that Sid came by 
yesterday claiming he was interested in 
‘selling some top-notch military secret, 
but thatthe gang didn't believe him and 
kicked him out. Fk wil also tell the 
heroes that his crime lieutenant, Siver, 
‘snuck out just after Sid's short visit and 
hasn't been seen since. Fk, wanting to 
wash his hands of the entire affair, ves 
the heroes the location of Siler’ safe 
house. Ifthe heroes get this information 
by talking to Fik as described, the EL 
{or this encounter is only 2 

Ifthe heroes take the kick-insthe-door 
‘approach instead, Filk and his guards 
will attack them, The office is a small 
room, 20 feet by 30 feet, containing a 
desk on which sits a computer, a couch 
facing a TV, and a chair by the door. If 
the heroes kill or knack out two or more 
of Fik’s guards, he will surtender and 
¢give them the information described in 
the previous paragraph. Ifthe heroes Kill 
Filk, his guards wil fight tothe death, 
but the heroes willbe able to extract the 
information about Siver and his location 
‘rom Fik's computer with a Computer 
Use check, DC 10. Taking the combat 
approach makes this a Level S 
‘encounter. 


Encounter 4: Encounter with Silver 
and the Cy-Gen Sleeper (EL 7) 
Silver's safe house isin the next sub- 
‘Sector to the north, 8-044, whichis 
entirely a warehouse area. This sub- 
‘sector has the same basic layout as B- 
(043, but itis devoid of people. Sitver's 
‘safe house isin the warehouse 
immediately tothe right ofthe sector's 
‘southem entrance, which is where the 
heroes will most likely start. The safe 
house is on the top (third) floor of the 
‘warehouse, and can be accessed only 


through a door at the top of an exterior 
staircase, 

Inside the safe house are Silver, an 
unknown ally of Silver, and a cold- 
storage container containing Sid's 
‘Severed head, The safe house is 20 feet 
wide by 65 feet long. The back of the 
‘safe house appears to be used as living 
‘space; it contains two cots and a 
makeshift cooking space. This living 
‘area takes up an area of about 20 feet 
by 20 feet. Roughiy in the middle of the 
remaining 20-foot by 45-foot area are 5 
plastic chairs, haphazardly arranged, 
‘and a desk. The cold-storage container 
holding Sid's head is on the desk, and 
Silver's unidentified ally is siting at the 
{desk looking through some papers. 
Silver is siting in a chair near the door, 
and is actively isting for intruders. 
Both Silver and his mysterious ally will 
attack anyone who enters the safe 
house. 

Slver is a mid-level criminal (Fast 
‘Ordinary a/Smart Ordinary 3) as 
described in Chapter 8 of the d20 
‘Modern Roleplaying Game, except that 
instead of a pistol he carries a dart 
‘caster with 20 poison darts (1d4 piercing 
plus 142 temp Con damage, Fort save 
DC 14 negates). Siver's mysterious aly 
is a genetically modified Cy-Gen sleeper 
‘agent. This nameless Cy-Gen is a 
heroic character with the follwing 
characteristics: 


‘Gy-Gen Sleeper (Charismatic 
‘Swindler 2): CR 5; Medium-size 
humanoid (Cy-Gen); HD 5d6+5; hp 26; 
Mas 14; Int +1; Spd 30 ft; Defense 13, 
(41 Dex, +1 equipment bonus, +1 
class); BAB +2; Aik +2 melee (1d 
Piercing, crysanium boot knife), or +3, 
ranged (208 fire laser pisto); FS 5 ft by 
Sit; Reach 6 ft: AL Cy-gens; SV Fort 
43, Ref +5, Will #2; AP 28; Rep +2; Sir 
11, Dex 13, Con 12, Int 11, Wis 7, Cha 
16, 

‘Occupation: Criminal (bonus feat: 
Personal Firearms Proficiency; class 
skils: Disguise, Gamble), 
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‘Skills: Buu FA, Diplomacy 711, Zilas was notable to leam for whom this 
Disguise +12, Gamble +12, Gather mysterious Cy-Gen was working 
Information +11, Knowledge (streetwise) 
48, intimidate +11, 

Feats, Talents, and Class Features: 
Fast-Talk, Coordinate, Cheat Fate, 
‘Thousand Faces, Simple Weapons 
Proficiency, Deceptive, Low Profle, 
‘Aimor Proficiency (light), Personal 
Firearms Proficiency, Nimble. 

‘Species Traits: Electrical Weakness, 
Fast Heal, Genetic Breed, Perfect Build, 
Superior Threshold. 

Possessions: Crysanium boot knife, 
laser pistol, micron vest, stolen security 
force uniform, various gear. 


Ifthe heroes succeed at a Move 
Silently check against Silver's Listen 
‘check while approaching the safe house 
they will have a surprise round. When 
they first make contact, heroes who 
‘succeed at a Spot check (DC 15) wil 
notice thatthe Cy-Gen is nearly identical 
to Zilas, except that he has blond hair 
‘and emerald-colored eyes. Once 
‘combat is engaged, both Silver and his 
Cy-Gen ally will fight to the death 


Conclusion 
After the heroes dispatch Silver and his 
mysterious partner, they will make the 
‘gruesome discovery of Sid's head in the 
‘small cold-storage container left on the 
desk in the safe house. As this is the 
final piece of the gory puzzle, all that is 
left to do is contact Zilas and let him 
know what they found, in exchange for 
their reward, Further investigations by 
Zilas discover that Silver’ ally was a 
Cy-Gen sleeper agent with a special git 
the abilty to alter his appearance by 
‘changing his very bone structure at a 
cellular level. Fortunately, this ability 
takes nearly a day to take full effect. t 
‘appears that this one was attempting to 
disguise himself as Security Chiet Zias 
himself, which would have enabled him 
to walk right ofthe station with Sid's 
head, no questions asked. However, 
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